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Billy can’t play with his pals today. 

He’s got a whole baseball league to sort out 
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Progress beyond the 
basic instinct with our 
pull-out Natural Bom 
Killer coin-op tips. 


I 
















Prepare to give your \ M 
mates a good * 

thrashing on this 
bonkers racer as you ^ 

enter part one of our 
comprehensive player's guide. 


|C ILLER 'l 

N^SlMCiR 


Cruis'n USA got a score 
of 95% in issue 37, can 
the second Ultra 64 
outing better that? ^ 
Only one way 
to find 


TRHE 


Amie's movie- 
blockbuster 
was tops at the 
cinema, but has 
Acclaim's game 
version matched 
his thrilling big^J 
screen Harrier-relM 
antics? Turn to pafpS 
to find out ho w i^ jnoo 
a Fundamentalwj^H 
nothing e\%m\^r 


News 6 
Previews 18 
Compo 88 
Letters 66 
TOTAL! Taxtix 70 
Subs/Back Issues 68 
Reader Ads 82 
TOTAL! Recall 84 
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Get those fingers on the joypad 
for this month's gaming action 


Killer Instinct 26 
(SNES) 

Demon's Crest 32 
(SNES) 

True Lies 36 
(SNES) 

Sink Or Swim 38 
(SNES) 

The Firemen 4<^^ 
(SNES) £ 

Wild Guns 52 
(SNES) ^ 

Nosferatu 56 
(SNES) 

Stargate 59 
(SNES) 

Pocky 8t Rocky 60 
(SNES) 

Jungle Strike 62 < 
(GB) EE 

Flintstones 64*’ ’ 
(GB) 


The sequel to 
that Saddam 
blasting classic 
debuts on the 
Game Boy. Check 
out our explosive 
review on page 
62. That rhymes 
and everything. 


Part two of our 
boxing guide 
could make you 
heavyweight 
champion of the 
world. Or at least 
pretty good at 
Super Punch Out!!. 


















The post-Christmas software drought is finally passing and the first healthy 
shoots of new games begin to break through. Everyone has reason to rejoice 
this month as TOTAL! breaks the news covering spanking hot developments 
on all fronts. Superb platformers like Boogerman and Hagane take centre 
stage on SNES, while Game Boy owners can look forward to new NHL and 
Madden updates. Plus - exclusively! - Red Baron on the Ultra 64 ! Not bad! 


Join TOTAL! as 
we enter the 
realms of nasal 
cavities and 
bottoms via 
Interplay’s 
Boogerman. 





W hile the adverse effects of videogame 
violence have yet to be proven, there 
can be no doubt that when Boogerman 
appears on the SNES in the summer, there will be a 
spate of copycat crimes as school children every¬ 
where heave mighty snot goblins from their noses 
and hoy them at their classmates. Mind you, that's 
what kids have been doing for years anyway. 

Boogerman must be one of the most unpleasant 
games yet created. The main character, Boogerman , 
is a superhero who has a wide repertoire of phlegm- 
related attacks. On a more normal level he can run, 
jump and push things. However, when the need 
arises, he can deftly 
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Clearly a shot of Boogerman, a This is more like it - a nice pair of Armitage 
white bloke with big eyes and a pile Shanks' finest gathered together on a grassy 
of unpleasant stuff. I’m feeling sick now. knoll. Yep, I can handle cistern/basin shots. 


































boogerman 

_ REVIEWED 
MgvT MONTH 


Let us be thankful for 
someone leaving 
some lovely trails of 
their nasal output 
hanging around these 
parts. What foresight. 


Boogerman is shaping up to be one 


At the moment the 
game is unfin- 
ished, but expect ( j3 

a large number of 

challenging levels 1 

li** "J 

across which to . v < 

launch your slimy 
attacks. It's looking 
very smart and it's 
certainly a good laugh, 
but there's a possibility that 
the joke could wear a little 
thin after a few levels 
unless the programmers 
have 

concentrated really hard 
on packing a lot of good 
features into it. 


bodily functions that we're not supposed to talk 
about, laid bare on your telly screen. Did I mention 
the chilli power-up? Hmm... that one turns your 
farts into fiery ones. Ho, ho. 


flick green globbets from his nose at an enemy. He 
can also 'loogie' which basically means he conjures 
up a great big throatful of stringy sinus sauce and 
gobs it at his unsuspecting foes. Not vile enough? 
Okay then, try warding off attackers with a green 
vaporous burp or a super burp. And if even that 
doesn't quench your thirst for biological unpleas¬ 
antness, try a fart attack. Yes, it's all here, all those 


We’ve had flight sims, sport 
sims - why not a nose-residue 
-projecting sim? It’ll sell. 


There’s another 
lycra-clad chap down 
there. Look at his 
beergut. Stay off the 
ale, pal, get some 
exercise! 













CONF 


A nyone who was a fan of the classic 

coin-op Strider will immediately feel at 

home with Hagane, due from Virgin. The 

game is a corker on a massive scale. 

It's one of those epic shoot-'em-ups that 

Konami are so fond of doing, you know, more 

whirling enemy formations than is probably legal 

and some immense end-of-level Bosses. The main 

character is also a bit on the special side. You 

can quickly collect a whole range of 

weapons and the game's been 

\ designed so that each one will come 

F* \ ,n most use ^ u * at some point 

»7- T\ throughout the game. For 
rsVlf I , 

4 example, the grenades are great 

\ You wont find a more difficult 
blast-’em-up this year. It’s 
impossibly tough even for us lot. 
J Take our advice and start saving 
^ Jr now. This’ll 

be 


Above: This has to be the hardest first 
level boss in the history of gaming. 


The bonkers intro screens are 
just plain spooky. Our Josse 
hasn't slept a wink lately. 


At last a game that doesn’t skimp on pink and brown stripey 
pillars. This is a must for all pillar fans out there. 
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LICT 

for destroying enemies on a lower level to you, a 
situation in which your swiping sword is useless. 

And it's this thoughtful design that makes the 
whole thing so jolly good, well, that and the 
briliant graphics, top sound and immense action. 
Yes I know this is only a news story, and I know 
we're not supposed to comment on the quality 
until the game's finished, but this is bloody 
brilliant. There, I said it. 



This makes Super Turrican 2 (see page 21) look 


Madden’96 


Crashes onto 


the Game Boy 



MTrtM 


D on't get too excited, because 
Madden isn't appearing until 
the (as they say in America) 
third quarter of this year. Still we're 
not the type of mag to hold out on a 
decent news story just to fit in with 
TH«Q’s marketing schedule. The new 
and improved Madden promises some 
excellent gameplay but, more impor¬ 
tantly, a whole heap of 

up-to-the-minute fixtures and 
stats for those Game Boy 
owners who simply can't 
^ ^ get no satisfaction 

from our nice little 
En 9 ,jsh s P orts ancl 

»T ’ \ have to look to 

■I 1$K2l t ^ ose rou 9 h an d 

fHI ready, pad-clad 
Americans for 

■ w their ball-related 


^ / You'll have to wait 

until the Autumn to 
^ get your mitts on this 
eagerly awaited little beauty. 


What a bunch of sissies these lot are. You 
wouldn’t catch Rugby players wearing pads. 


positively lame. Let us review it now! 



on Ultra 64 


It’s gruesome, it’s gory, it never featured on 
Jackanory (that old kids’ TV show). 


S oftware production on the 

Ultra 64 is stepping up almost 
daily as more and more firms 
start developing for it. One of the 
more exciting developments though 
is that MicroProse have signed up 
and are working on a version of the 
brilliant PC game Red Baron. True, 
they've done more technically 
accomplished flight sims, but this 
one is perfect console fodder with 
it's old WW1 planes and their 
simplistic handling. It sort of leaves 
you free to concentrate on the job in 
hand which is dogfighting. Anyway, 
here's a PC piccy to give you an idea 
what the game's about, but rest 
assured, with the immense power of 
the Ultra 64 behind it, the new 
version of the game will be streets 
ahead of what you see here. 


At last Nintendo enter the world of the good old 
flight sims. Shame it’s not out on the SNES. 






NEWS 


NINTENDO 


time reading 
this! Go 
and 

brilliant blaster 
immediately! 


H aving got utterly bored with their race 
games, Gremlin have decided to take 
things one step further with Top Gear 
3000. This time around the action is set in the 
future with you racing your car through both 
space and, yes, time. An incredibly rich Plutonian 
has organised the greatest galactic race in history 
with huge amounts of prize money available. 
There are 12 solar systems incorporating 48 alien 
tracks. The cars are all futuristic and there are 
secret routes, teleporters and power-ups a plenty. 
And the neatest feature of all is that you can play 
against up to three of your friends. However this 
is achieved by splitting the screen into four so 


quite how well this will work remains to be seen. 
A release date hasn't even been set yet, so enjoy 
the screenshots and we'll bring you an update 
next month. 


One corner of the screen seems far more 
sensible than the Street Racer-style letterboxes. 


C oming from Titus fairly 
soon (well, June in fact) 
is a quirky little game 
based around the antics of the 
little chap you see here. He's 
called Prehistoric Man and 
although we can't actually show 
any screenshots yet (we'll bring 
you an update next issue) the 
early version of the game we've 
seen looks pretty good. It's all 
very cartoony and there seems 
to be quite a bit of variety, 
judging from the level which 
sees the hero riding around on a 
stone unicycle. 


We've just 
learned that 
Nintendo have 
secured the rights 
to this platformer 
themselves. It 
must be 
something kind 
of special then. 


ready to launch 


F ollowing our review back in issue 36 in 
which we awarded the game 91 %, the 
rather fantastic Super Drop Zone should 
be hitting the shelves around about now. The 
score speaks for itself but we'll labour the point 
anyway, this is a bloody great shoot-'em-up. And 
to celebrate its arrival, Sony are giving us some 
goodies to give away so scoot over to page 88 
for more details. 


S et in Hollywood, this new platformer 

places you in the role of Oscar, initially a 
game show host who is able to transform 
into a vampire, a Gl, a cowboy and a cartoonist 
amongst other things. Quite how or why he does 
this hasn't yet been fully explained. 

However, the game boasts seven huge worlds 
to explore, beautiful graphics, secret surprises, 
amazing sonics, wads of warps and, wait for it, 
five continues. But then, don't they all? It's due 
for release in May so by our reckoning we'll be 
fully previewing it next issue. 


This doesn’t exactly look ground breaking, does 
it? In fact, it looks curiously similar to Robocod if 
you ask us. 












SUPER 

STAR 

WARS 

feel the 
force 


r 


B ig news for Force-ful 
Game Boy owners 
everywhere and that's 
that Luke, Han and Leia et al 
are due to be hitting a hand¬ 
held near you towards the 
end of this year. 


YES. LORD VROER. 


And about time too! Only 18 \ 

years after the original film was 
released. Expect the sequel in 2013. 


OUBLE OUR EFFORT 


r 


r 


J 




PGA Eu mJaxu r 

hits the areejh^nzeh 

G olf is a game played by men with odd ' 

actually a game played by men with rv 


G olf is a game played by men with odd 
shaped balls? Nope that's rugby. Golf is 
actually a game played by men with 
bugger all else to do, or alternatively, by people 
with Game Boys and little inclination to spend 
three hours in the rain before getting in a cheeky 
one at the ho-ho-how-hilarious 'nineteenth' 
hole. The good news is ^ m 

that T»HQ will, in a couple M 
of months, provide these 
people with the definitive 
Game Boy golf classic which 
has already proven its 
worth on almost every 
other system going. 

'Phwoar, not bad'. Or should 
that be 'Fore, not bad'? 

The original PGA Golf was a I 
stonker. How can they I 
possibly have improved it? 


STRIKE 

on the Game Boy 

A t one time we had to wait nearly a year The sequel to the 

for decent sequels to appear. Not any sequel of Desert Strike 

more though. A couple of months back ,ooks ,lke bem 8 the 

best of the three in 

terms of variety and 
gameplay. 


A t one time we had to wait nearly a year 
for decent sequels to appear. Not any 
more though. A couple of months back 
we had Desert Strike , this month it's Jungle Strike 
and in just a few month's time we'll be privy 
to an exclusive showing of Urban 
Strike on the Game Boy. It's 
shaping up to be rather 
special so don't go 
anywhere now, will you? 


Coming soon to a newsagent near you! 


5he Science fiction Jliogwzine 

© . it looks a 

) y bit like 
■ t ‘sex’. But 
it’s more 


fliima. Uioofta. 5 eleuiaiatu Comica. Video. (Ltd mane... 
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H ockey-loving Game Boy 
owners will have to wait 
just a little longer for 
NHL ’95, the release has been 


put back a month so it won’t be 
arriving until May. We have it on 
good authority that the game is 
looking surprisingly good on the 

I smail screen. The 

rescheduling is a good 
thing though because it 
means we’ll be able to 
bring you a full preview 
of an almost 100% 
complete version in our 
next issue. You’d be an 
absolute fool to miss it. 


At last NHL Hockey '95 appears on 
the hand-held. Be Prepared to 
give your Game Boy a good 
slippery pucking. 


called Jack Spudtop, an everyday 
sort of bloke whose only excite¬ 
ment normally comes from 
slouching in front of his TV. 

Anyway, through some rather 
contrived circumstances, he takes 
control of a complex battle suit 
which he has the opportunity to 
equip with a startling array of 
weaponry over the course of this 
sprawling science fiction RPG. It’s 
packed with features and takes 
you to over 100 planets over the 
course of your quest, more than 
enough venues for even the most 
ardent role-players. 

The game is due out on the 
Super Nintendo in June and may 
well prove to be one of the most 
pant-wettingly addictive games of 
the year. So, as they say, watch 
this space, we’ll update you soon. 


I t’s the age old 
story of alien 
invasion and only 
one man being, er, 
man enough to take 
on the galactic 
hordes. In this case 
the hero is a guy 


Is he a trooper in a big sky 
or a big trooper in an 
ordinary sky? Find out 
next month. 





Iziy has to be the ugliest Olympic mascot 
ever. What are they thinking of? 


CHARTS 

For the very first time, every game in 
the SNES top ten scored over 90% in 
TOTAL! At last you're listening to us. 


NBA Jam TE Edition 
Int. Superstar Soccer 
Super Punch Out!! 
Cannon Fodder 
Donkey Kong Country 
Earthworm Jim 
Return Of The Jedi 
FIFA Soccer 
Street Racer 
Stunt Race FX 


Super Mario 3 
Pacman 
Alfred Chicken 
Kirby’s Adventure 
Mario Is Missing 
Battletoads 
Terminator 2 
Bionic Commando 
Tetris 2 




1*1 


Realm 

T itus are about to bring us a 
shoot-’em-up set in the very 
distant future, 5069 in fact. 

It’s a Cyberpunk-style adventure 
apparently following a sixteenth 
intergalactic war and us humans 
have created a Biomech warrior to 
protect the earth from Alien hordes. 

There are five massive worlds for 
the Biomech to fight its way through 
and the creators claim that the 
‘huge array of enemies and fantastic 
number of power-ups will keep you 
playing forever’. Er, but presumably 
only if you live that long. 


Josse leans out of his bedroom window on a 
Friday night after a few beers and a curry. 


The Mask 






ands up who knows where 
the ’96 Olympics are being 
held? ...smarts arses. All 
right, well we didn’t know until US 
Gold sent us and early version of 
this smart-looking new platformer 
featuring the new Olympic mascot, 
Izzy. The venue is, of course, 
Atlanta Georgia, but for the 
purposes of this game, it doesn’t 
matter too much. The ‘Games’ 
might be a way off but this plat¬ 
former is already looking pretty 
complete with some gorgeous 
backgrounds and some rather 
novel gameplay. The main char¬ 
acter has all sorts of clever tricks 
up his sleeves and there are some 
intriguing levels like the one in 
which you hang-glide around the 
play area (the control being some¬ 
what similar to that used in Super 


I’m out on video now so go 
and rent me, then be here 
next issue for a big, big SNES 
preview. S-s-s-smokin’, 
Somebody stop me etc... 



Mario World when the hero flies 
using his cape). It’s still early days 



Donkey Kong ’94 
Space Invaders 
Wario Land 
Micro Machines 
Super Mario Land 
Tetris 2 

Zelda - Link’s Awakening 
Aladdin 

Top Ranking Tennis 
Alien Vs Predator 


for this yet, but rest assured, we 
have been promised a big, big 
preview for next month. 


Your quest for the Olympic ring begins in two 
month’s time, k’s gonna be a goodie! I / i • .s 
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Our Atko took a trip to Elite and checked 
out Dirt Racer FX, the game that has been 
hailed as the next Stunt Race FX. Whilst 
there he put on his best Des Lynham impres¬ 
sion and asked, ‘How do they do that’? 





A s reported last month, the latest in a 

spate of Super FX games coming to the 
SNES in '95 is almost upon us. Dirt Racer 
FX is the only major off-road racing game on the 
SNES and looks like it could be a stonker. 

This impressive looking cart features a choice 
of three different cars in 15 different settings. 
Sadly, there is no change of perspective like in 
Stunt Race FX but the programmers reckoned it 
was a needless waste of memory to include such 
a useless novelty. 

Last month the programmers boasted that 
each of the computer operated cars has an artifi¬ 
cial intelligence. This month they elaborated 
somewhat. The CPU drivers have all been trained 
for each individual car, track and country. This 
was done using a unique technique whereby the 
testers of the game race on all tracks in each of 
the vehicles, perfecting race lines and times. The 



m 


















































With your opponents intelligence already 
programmed in there's always a car just ahead 
or just behind you. Is that a good thing? 


What on earth is 
that gunk coming 
out of the tyres. 
Maybe Boogerman 
(see page 6) works 
part time at the 
local service station. 
Erm, or maybe not. 
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You don't have to be a pretty fella to 
program a top game, look at the state of 
these two. Chris Nash is the programmer 
(the one with the offensive shirt) and 
Adam Batham is the graphic artist (the 
one who can't quite grow a beard) 

The Torvill and Dean of programming in 
hiding from the fashion police. Yuk, polyester! 


Waheyi Look at me! I can do 
that two-wheel driving trick 
seen frequently and need¬ 
lessly in all films with either 
Smokey or Bandit in the title. 


iiib 

CPU learns from this, enabling it to compete 
and become capable of beating even the 
greatest of Dirt Racer players. However this will 
depend on how good the Dirt Racer player is. If 
the player is a beginner, then the computer 
will be able to detect this by analysing how 

I he/she is driving. It will then adjust its skill level 
accordingly, meaning that the player will 
always stand a chance of winning. Blimey, once 
you ask these programmers one question you 
can't shut them up. 

Okay, that's all fine and dandy but how did 
they actually create the bloody thing? Get your 
eyes off this chunk of dull text and check out 
agg the Step By Step box on page 16. 


THESE TWO 


Below: Programming is suppose< 

All you do is choose a picture fro 
below and slap it in the game. W 
that after two helpings of sherry trine. 


■ v I 





































































































































































THE ORIGINAL 




Chris and Adam origi¬ 
nally programmed this 
thoroughly-impressive 
3D rotating intro screen 
into the game but had 
to take it out again 
because it used too 
much memory. Why 
didn't they just make 
the cart a bit bigger? 
Who knows? 


Okay f so you've thought of an idea for a top game, what 
next? Well, that depends on the game but in the case of Dirt 
Racer this is how Chris and Adam went about making their 
dream a reality. 


|The cars are created in the 3D Editor in 3D Studio. The 
\ create a mesh from a series of polygons. 


The editor then allows textures and 
colours to be applied. 








The textures are drawn In Dpaint and 
imported onto the image. 
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Elite wanted to write a leading edge 
three-dimensional racing game for the 
SNES and only the SFX chip allowed them 
to make a high-perfor¬ 
mance polygon-based 3D 
game for the system. 

This opened up all sorts 
of possibilities for 
texture mapping on the 
cars and backgrounds as 
well as a great variety of 
roadside objects. It is 


IMi 


also significantly harder to write games for 
the SFX chip which means that fewer 
companies develop such games. This makes 

it unique and 
IllJI hopefully more 
desirable. 


Wahool Look at me, 
yeah, right up there, 
how's this for a 
wheelie? Oh Crikey my 
rear axle's split... 


jThe landscapes are created In another 


| The scaled objects in the game are 
created in Dpaint. 

















































































For ► Super NES 
From ► Ocean 




w. 


T hey're winners of the English Premier 
League for the last two years, they're 
current holders of the FA Cup and 
they're consistently outclassed by European 
opposition. Oh well, you can't have every¬ 
thing even if you are Man Utd. But you can 
have your very own SNES game it seems. 


Innovation or Cheap Thrills? 

With a simple flick of the Select button the perspective can 
be changed from isometric to overhead. To question is 
whether this is just a needless gimmick or in some way 
enhances the gameplay. Hmmm. 






i 




The overhead view like out of Sensible Soccer. The isometric view like out of FIFA Soccer. 


It s difficult to 
comment on the 
sprite animation 
as they’re so 
bloody tiny. 


# 


^• 


Why this is labelled as a 
Man Utd game is 
anybody's guess. I 
suppose Ocean expect 
every fan to buy a copy. 
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EVEWS PREVEWS P*V»« PREVEWS 


Manchester United Super \ 

Soccer is the latest in a spate V 
of footy sims to grace the good \. 
old SNES in the past year or so. 

How does it differ to all the others? 

Well, it's like this... 

The main difference between Manchester 
Utd and ever other footy game lies in its use 
of perspective. The game can be viewed 
from either an isometric view (like FIFA 
Soccer) or overhead (like Sensible Soccer ). 
Both of these views can be toggled between 


at any point in the game. 

^+*7 Other features include accu- 
'* > *'* 0 *y!y rate player statistics from 

Premier League and European 
sides, multiple competitions and 
most surprising of all, in-game commentary. 
We don't know the extent or quality of the 
commentary yet so don't go wetting your 
pants (/ couldn't if I tried - Andy). 

Admittedly this is a graphical stunner but 
it's going to have to be pretty darned 
special in the gameplay department to 

compete with the recently released 
International Superstar Soccer. A 
few flying-kick attacks on the fans 
would be in keeping with certain 
team members and would spice 
things up a bit that's for sure. 

Hmm, we'll see. 


But I was nowhere near him. Come on ref, we 
was robbed mate. Do you want a kicking? 


This magnificent array of 
special pants was Andy’s 
favourite part of the game, 


It’s easy to get lost in the labyrinth 
of options. Be careful now. 


LECT 


UfcXiujrusAJi mm 


1 * 


Why is it that 


commenta¬ 
tors hold the 


’ microphone so 
close to their 
mouths. Are they 


strawberry flavour? 
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M ega Man is one of the most 

successful video game characters in 
history. There have been close to 15 
Mega Man games on various formats over 
the years and the good news is that Mega 
Man X 2 may well prove to be the best of 
the bunch. 

Since Mega Man's last outing the 
Maverick Reploids have broken 
^ iflfc. away from their control centre 


and are running rampant within the 
grounds of an abandoned factory. Only you 
can stop them by slaughtering each in turn 
and acquiring their weapons. You are aided 
in your quest by the well-known scientist Dr 
Cain who has supplied you with two special 
vehicles, the mobile attack cycle and mobile 
attack armour. 

— The graphics are superb 

- _J"I "1 thanks largely to 

j J* - j the newly-devel- 

oped CAPCOM C4 
I If I graphics chip. We 

don't know exactly 
ff S w ^at does but we 

I I know we like it and 


S Mega Man opens his 
crooning world tour ii 
Las Vegas ‘Start 
spreadin’ the news...* 
The Capcom C4 graphics chip 
really does the business on this 
level. I know you can't see it on 
page but just take our word for it 


( Sponge is 
one of the y 
hardest 
Mavericks to 
destroy. Beware! 


Left: One of the 
more original Mode 
7 stages and what 
top fun it is too. We 
love it! 


T he original N. 

Turrican was an '80s 
classic and one of the originators of 
the shoot-'em-up genre. It seems strange, 
then, that the inevitable sequel has been so 
long coming. Well the wait has been worth 
it. The format may not be original but the 
non-stop action is irresistible. 

_ There may be cynics amongst you 

who think that the graphics look 
almost identical to the orig- 
Vk ' na *- On paper yes, but on 


This end-of-level 
boss is easy to 
kill but watch 
out for the 
falling building. 


Just look at these y 
blatant Star Wars and \ 
Earthworm Jim Mode 7 
rip-offs. Very nice but 

utterly shameless, 











Mega Man labours to 
avoid the European 
cream cake and 
confectionery surplus 
mountain. 


we want to see it more. 

Okay, this isn't a startling 
departure from the rest of the 
Mega Man series but if you were 
making a sequel to the brilliant 
Mega Man X wouldn't you 
just tart up the graphics 
and make the thing 
bigger and harder? } 

That's what we « 

thought. 


■ It can truly be said that 
m the first end-of-level boss is 
a bit of a big head. 


The new 
mobile attack 
cycle may look 
like an orbital 
sander but it's 
super speedy 
and can, on 
occasion, 


Mega Man gives the blue flame a two 
second head-start in the 100 metrc^ 
hurdles. Go! 


screens. 


V 

ft*****!***! 


iMfisriO 


The Turrican sprite has remained 
virtually unchanged for nearly 

10 years and still _ _ f 

doesn’t look 

dated. Not bad! / 55k 


Turrican can fire almost 
non-stop regardless of 
what he’s doing. Now 
that’s what we call a real 
shoot-’em-up. None of 
this no firing whilst 
climbing nonsense. 


screen there's \ 

enough parallax scrolling 

to make even the most ^ 

hardened of ravers out there feel 

a bit queasy. 

Still not convinced? Well, let's talk about 
weapons. How about spread rifles, lasers, 
flame throwers, rebound lasers and homing 
missiles? Enough armament for you? 

What? You need more persuasion? Come 
on this is only a preview. Oh alright then. 

You're up against attack droids, i-— 

cyborg bikers, piranhas and the 
king of darkness and the vehi¬ 
cles at your disposal include 
cyber bikes and space sleds. *4 

Add to all the above 18 jpi 

massive levels, stunning Mode 
7 sequences and an invisibility 
mode, and this certainly 
appears to be a progressive 
sequel rather than a mere cash- 
in on the current retro craze. 

Expect big things. We do. 


The new addition of a 
grappling hook comes in 
very handy when your 
ammunition is low. 


Unfortunately the dune 
buggy is nowhere near 
as much fun as it looks. 























From ► JVC 


People stayed away from the 
actual TimeCop film in droves 


T he film starring Jean Claude 
Van Damn came and went 
from our cinemas before most 
of us had even noticed, which is a 
shame because it was a pretty good 
time-travelling yarn. Oh well, 
maybe the SNES conversion will 


create more of a stir when it's released in a 
couple of months. 

As you've probably gathered by now, the 
game of the film of the comic TimeCop is 
nearly upon us. r—— ^ 

Predictably, you take I 
on the role of Max ( 


Hoorah! There’s 
nothing we like more 
than comic strip style 
intro screens. Or is 
this a picture from 
the comic? Er, I’m 
afraid we’ve forgotten. 


Left: Don’t get 
all excited. That’s 
a piccie from the 
film. Blimey we 
haven’t got the 
Ultra 64 yet. 


Don’t turn the 
corner until that 
geezer is well 
out of the way. 
He kills on sight. 


I es I Whizz is one of those 3D 

isometric platform adven¬ 
tures that tend to be swines 
I to control and usually result in the 
I trashing of a room and much strop- 
page all round. The operative word 
being usually. You see. Whizz appears 
to have addressed these problems 
with a simple, but addictive, control 
system coupled with the fact that you 
can’t actually fall from the platform 
edges. Hoorah! 

The graphics certainly 
seem bright and detailed at 
Bk this stage but 


a question mark still hangs over variety 
Still, with obstacles such as bridges, 
catapults, sledges, rockets, one-armed 
bandits and shark infested . 

d° ^ t-- . M 

sleeper 


That Whizz chap 
shows off by living up 
to his name and, erm 
whizzing. 


When faced by this scary 
chap what other option is 
there than to disguise 
yourself as a snowman? 












y this bonus room is in 


next month’s action-pacl 


Make faces would you? 
Well you didn’t reckon 
on me having such 
long arms did you? 


Below: It all looks a bit too much like Michael 
Jackson's Moonwalker for comfort. 


firearms including sub machine 
guns, hand guns and grenades. Sounds 
pretty good to us. 

Join us as we battle Neanderthals, 
German soldiers, midget submarines and 
even a body double in the next thrilling 
instalment of TOTAL! 


Right: That man’s got a 
hand that goes Blam. 
What a very odd bloke. 


O h how easy it would be to wibble 
on about how tired we are of plat¬ 
formers. In particular those of the 
bright and colourful, cutesy 
variety. Well we’re not 
going to do that. Let’s S 
bite our tongues and / r 


give Mr Tuff a chance. \l HNIPMV 

Humans have left Earth \^: >/ 

for a better planet and mili- 
tary droids have taken over in our I 
v absence leaving the domestic I 
droids particularly unhappy *- 
^ \ with their wash. Only one 

Y \ robot can release them from this 
\ tyranny. His name? Tuff. Mr Tuff. 

I With a name like that he was 

I natiAr Mainn Ua 


mV 

MiA 

• - U< 

V 444 


It’s the kinky leather guy from out of Pulp 
Fiction. You don’t want to be his friend. 


I With a name like that he was 

- I never going to be _ 

J bullied at school was he? L — 
J It’s self-fulfilling 
/ prophecy that is, innit 
guvnor? Anyway, armed with | 
j weapons ranging from a yo-yo I 
to a chainsaw you must battle 
your way across the planet 
trouncing all comers until the 
final confrontation with the 
~ j military droid leader. 

-J Okay, we gave it a chance. It 
does sound like yet another 
platformer. Ho hum. 
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For ► Super NES 
From ► Ocean 


I Walker (the Jean Claude character in 
I the film) and must manhunt your 
I way through time in order to 
I prevent a bonkers techno-politician 
I from altering the course of history, 

I and fulfiling his dream of dominating 
I the modern world. 

This shoot-’em-up boasts digitized 
I characters taken straight from the visu¬ 
ally breathtaking film. From the glimpse 
we’ve had of it so far they appear to be 
stunningly detailed and gorgeously 
animated. Not bad! On top of this. Max is 
armed with an almost endless supply of 














titles in ne) 

best-ever, 
TOTAL! Don 


white. cream-tine* 
, consider missing 


Same old, same 
old. We’ve got 
enough 

platformers. Stop 
releasing them. 


Simon says all 
characters from 
rubbish games 
put your hands 
in the air. 


Those crazy people at US 
Gold have gone and made 
a cornetto world. Oh, 
they’re so wacky and zany. 


It’s a cheese-eating Hulk. 
Imagine the dreams he has. 


bled that the orig- 
inal challenge had 
been lost. Again it sold 
loads. Now we have 
Operation Starfish , the third 

in the James Pond series and 
allegedly the biggest and 
toughest to crack. 

Graphically, Operation 
Starfish appears in keeping 
with it’s predecessors. 
Unfortunately this could 
prove to be its downfall. 
Platformers have moved on 
considerably in the last year 
and unless the gameplay is a 
revelation I think we’re 
talking average at best. 


F irst there was James Pond, a 

respectable platformer that sold on 
all formats by the truck-load. 
Inevitably there came a sequel, Robocod. 
The graphics were superior, but many grum- 


For 


Super 


NES 


From 


► 


Ocean 


NEXT MONTH 

We ll have full ^on- 


It doesn’t look very inspiring at 
all, does it? Huff puff! 




F lintstones, meet the 

Flintstones, they're the 
modern Stone Age fam-il- 
eee. From the, town of Bedrock, 
they are irksome, tiring and 
dreary. One day, maybe kids will 
see the light. Then we, could be 
saved from all this tripe. When 
you, play the Flintstones, you’ll 
have a tedious and pooh time, 
you’ll have a pooh time, you'll 
have an average tiiiime! 

Yes, the conversion of that 
hyped-to-death and thoroughly 
disappointing Flintstones film is 
finally upon us. First impressions 
don’t look good. The graphics * ^ 
seem more prehistoric than 

S ate-of-the-art and the ill- 

timed release can only be a 
bad sign. Dare we say 
yabba-dabba-don't so 
soon? Oops! 

That superglue really is the 
strongest bonding glue. 


What a fine example of 
prehistoric architecture. 


Oh it’s just like out of the original cartoon. 
Isn’t that cute blah, blah, blah. 


For 


NES 


Super 


From 


Gold 


US 


Fred 

falls off the edge 
after one whiff of 
Neanderthal man. 










ou'll never REACH THE END 


“the most 
cha L Lenging 
game on the 
Gameboy ever" 
- Gamesmaster 


“the perfect 
game for the 
Gameboy" 

- TOTAL 


was 


Boy Ga Acti ° n Top 7 


to get this FAR takes AGES 



GAMEBOY 
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This is Jago. He 
looks like a 
member of 
Spandau Ballet 
during their 
'Musdebound* 
phase. However, 
he's a lot scarier 
than said New 
Romantics. 


Rjptor. While Combo Is 
a kit to be said for 
•wishing and biting of the mighty 
Riptor. My bet's on the dinosaur. 


T he rumour mill certainly went overboar 
on this one over the last six months. All 
sorts of amazing stories were bandied 
around regarding how ground-breaking Killer 
Instinct was to be, but now it's arrived, at first 
sight it's hard to see what all the fuss 
was about... that is, until you scratch 
beneath the surface. 

One of the first wild and whacky 
tales to surface was that rather than 
combat taking place over a single play 
area, the fighters would throw each 
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Oh, it’s those bloody two again. ‘Oi, stop 
hogging the review, give some other 
characters a chance will you?* 


Isn’t It funny how 


Mb an argument about who’s got the Shallingtons? Well, I 

More’s pony tail gets messed up. think so anyway. , 

he street the polygons are not generated as you play. 

As It turns Instead, as in DKC, the moves are all pre- 
over-fertile rendered and strung together to create fluid 
le game is animation. What you end up with, essentially, is a 
jrops just Street Fighter //-alike with top-smart graphics, 

was the But to be fair, it goes deeper than that. For a 

s start the game is a lot harder than most 

ja beat-'em-ups. Not so great when 

i you're shovelling coins into the thing, 

but when it hits the home, it'll be a 
definite bonus. Then there are the 
^moves. Not only are there plenty of 


|7 ATKO SAYS-. 

I'm disappointed. 

Not with the game - 
it plays like a dream - 
but with the fact that 
so far, this supposed next- 
generation machine hasn't really 
delivered anything new. Cruis'n 
USA was good, but there are 
better racers around. Now Killer 
Instinct is good, but gameplay- 
wise, it's just Street Fighter II. 


If V i ^ 

f u 


’ J4» t J 







A 
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/ I* 


79 










55 


One of the immensely spooky i 

! is slicker than any other I 
n... and we've seen a lot. 


•* isn't 




them, but combos can automati¬ 
cally be accessed through a few 
simple button presses. It may take 
some of the skill away in one 
respect, but it just means that the 
skill comes in carefully timing your 

assault. Plus there are suitable break _ 

points in the combos so that the hapless 
victim at least has some opportunity to escape a 
pummelling if he or she is clever enough. 

If I may, I'd like to return to the subject of 
those backdrops. While they're much the same as 
in any other combat game, they do, on this occa¬ 
sion, have an effect on the play (sometimes at 
least). For example, on the rope bridge levels, the 
surface of the bridge curves up at the edges of 
the screen and cleverly, this means that where 
you could block a low punch on the 
regular levels, on these bridges you 
can find yourself higher up and 
thus at the mercy of your 

Blimey, there’s that 
woman again. Aw, if 
she were real. 


opponent's attacks. 

As for the characters themselves, 
well, yes they're all new, yes they have 
different special moves than those 
seen in any other combat game, but to 
V be honest, they're variations on a theme. 
^ Fireballs, whirling kicks and teleports are 
here in abundance and while you'll enjoy 
getting to know and love each and every one, 
you won't at any point be forced to exclaim 
'Gosh, that's never been done before!' 

\ I guess the moral of the tale is 'Don't believe 
the hype'. Killer Instinct is a superb beat-'em-up, 
and thanks to the power of the Ultra 64 
it looks lovely. But what we need more 
than next generation hardware are 
some next generation ideas. ANDY 


JOSSE SAYS... 

What a treat. While 
the graphics aren't 
true 3D like, say, 

Virtua Fighter, the use 
of sprites has given rise to a 
game that's just as playable as 
5FII or MKII but looks about ten 
times better. This is a real 
stunner. Let's hope it's possible 
on the home Ultra 64 console. 


A 


do 


the 


pictures, after all, they 


amazing 


More wolf on ninja action. Sorry, but 
if i getting hard to write original 


Isn’t 


good 


it? 


J AGO 

WINS I 
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again giving 
Hawk a right 
good boning, so 

to speak. 















Here we see the famous Riptor Brothers getting themselves Into a right old 
two and eight about nothing. I wish these guys would just calm 
down a bit. It's all a bit violent realty. 



. /7JS 




SABREWULF 

CREDITS I 


Look at the rendering on that!! And it's all 
animated beautifully. Every aspect of the game 
has been carefully thought out. It 
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TRY IT FOR YOURSELF! 

Here is, absolutely, definitely, the very 
best way to get the most out of 
Killer Instinct. 

STEP 1 - Turn to page 43 and then flip 
through the pages until you are holding 
pages 43 to 50 between your thumb 
and forefinger. 


i 

S 


4 


STEP 2 - Tug firmly so that 
i the pages come away 
\ from the magazine. 

4A Don't, under any circum- 
\ stances show the 
\ document to any 
WL friends. 




«• 1 

1 


STEP 3 - V 

Go down 
to your 
local arcade, 
find a Killer 
Instinct coin¬ 
op and use our 
pull-out guide to 
learn all the tricks. 


tide \ _ 


GRAPHICS 


Amazing. Every one of the 
rendered characters is perfectly 
animated. It reeks atmosphere. 

SOUNDS 

Amazing again. The music is 
well-spooky and the samples are 
incredibly meaty. 

GAMEPLAY 

Not at all shabby. Arguably every 
bit as good as SFII and done just 
that little bit differently. 

LIFESPAN 

It's hard, so you won't finish it 
overnight. And in two-player 
mode, well, you know the score. 


Oh my, poor old Orchid's felt the sharp end of Hawk's 
chopper and got all hot under the collar. 


TOTAL! JUDGEMENT 

'A triumph of game- 
play, graphics and 
atmosphere. Not as 
ground-breaking as we 
thought but still one of 
the slickest bits of 
game design 
ever seen' 


TOTAL! 
S) SCORE 




STEP 4 - Now hide 
our guide and say to 
your friends 'Wowzer, that Killer 
Instinct coin-op sounds fab. Let's 
go and have a game and see if 
we're any good.' r 

STEP 5 - Laugh heartily at your 
friends after you have achieved 300 
consecutive wins while annoyingly 
repeating the phrase 'Er, sorry, I guess 
it's just beginner's luck.' 
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Daylona 

Spending after Ridga Racer 


Interactive 

It *5 YOU pushing the buttons 

Games withoi 
frontiers 

Videogaming on the Internet 


Massive Tekken preview - 
Wle rate it against Virtu** 
Fighter, Toh Shin Den and 
the rest in our Next Gen 
beat-em-up frenzy 
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The IQBAL! review crew 


Simmer down, simmer down. Ladies 
and gentlemen, lads and lasses 
welcome on stage, in the latest fash¬ 
ions, that too-talented-for-their-own- 
bloody-good trio, the thoroughly 
snoggable TOTAL! review crew. 

ANDY 

'I've been playing Demon's 
Crest all month and have 
been shovelling Twiglets 
down my neck like there's 
no tomorrow. One got 
lodged in my throat making 
my Adam's apple resemble a 
flag pole. Girls love it. 


ATKO 

'Playing The Firemen gave me a 
craving for red-hot curry this 
month whilst Wild Guns left me 
gagging for beans, beans and 
more beans. Strangely I've had 
the office to myself for most of 
the month. 

JOSSE 

'I've been glugging Diet Lilt in a 
manly fashion all month largely 
due to the tropical influence that 
Jungle Strike has had on my life. I 
wore a bandanna one morning 
and got beaten up by the others. 

It was a case of mistaken identity.' 


DEMON’S CREST 

It's gruesome, gory 
and more 
frightening than 
Atko's hair. Don't 
get scared now! 


32 


TRUE LIES 


36 

Could the film that 
saved Arnie's 
acting career 
salvage the cack 
film license genre? 


SINK OR SWIM 

Can this puzzler 
really compete 
with the mighty 
Lemmings? 


38 


NOSFERATU 

Do we really need 
another Prince Of 
Persia clone? Find 
out on page 56. 


56 


1*4 C(>*lfct6 lu«. HI 


STARGATE 


59 

Sci-fi shenanigans 
featuring Kurt 
Russell having a 
bad hair day. 


POCKY AND ROCKY 2 
60 

A top cuddly 
adventure or just 
another average 
platformer? 


THE FIREMEN 


40 

A firemen game? 
Whatever next, 
Superdrug part- 
time sales 
assistant? 


WILD GUNS 

Howdy pardners, saddle up, 
you're a stranger in these 
here parts etc, etc. 


52 


!look| 
-out i 


Game Boy 


JUNGLE STRIKE 64 

Jungle workers unite in 
their struggle for better 
pay and mosquito 
repellent. 


THE FLINTSTONES 62 

Better than the film 
or as much fun as 
playing with a 
wobbly tooth? 


4f*4«7raill 
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thought* 
provoking 
game that not 
only provides 
a mostly 
action*based 


- Ooh, blimey! He’s 

a bit scary. Actually most of the beasties in this 
game are a bit vile. Don’t play it alone. 


Yes, this is me getting totalled by a bloke with a 
very big sword. Back to square one. 



1 

FR 

OM: 

CAP 

COM 































Right, well the first tip for the 
game is expect to be up all night 
for several nights in a row 
because some of those bosses 
^ are really tough. At the start of the 
mr game, though, you need to go to the 
small red hut and play the headbutting 
game. If you're good at it, the bloke in the 
hut gives you a cash reward. Keep doing it until 
you have a decent amount of 

—- money (about 300 gold 

I pieces should do). Then you 
need to find a flask and a 
I vellum so that you can buy 
I some potions and spells. Now 
I you're ready to take on some 
I of those dastardly bosses (and 
fail, probably. I did). 


Well looky here. Some 
luvverly intro screens. 
Incidentally, the top 
one is very much like 
one of our monthly 
meetings with our 
publishers. That's us 
lying down. 


stones fall from the sky into the 
demon's world and get 
snapped up by this huge evil 
geezer whose name escapes \f ' 
me for the moment. Anyway, ft 4 
everything is doom and, yes, /Wy 
gloom, so it becomes your 
responsibility as top 

fighting demonic bloke to I ^ 

take on these forces of evil j ‘ — x 

and recover the stones L 
before your world and that 
of the humans becomes slightly less pleasant 
than an eternity of watching GamesMaster 
re-runs when Dexter Fletcher was on it. 

Despite there being a few elements of 
role-playing (which I'll come to in a I 

moment) the game is largely of the L 


platform variety. There's a 

_ small area of Mode 7 

/ islands which you fly 
/ around and explore 
/ and which effectively 
/ acts as a level select. 

/ When you see an area 
/ you fancy, you fly down 
/ and a proper level is 
entered. At the start of 
the game it's not entirely 
clear what your aim is, but 
for the most part it doesn't 
matter because you'll be 
more than fully occupied in 
the business of 

getting to 


Not bloody bad. I've \\ Rpr 
been playing \ 

Demon's Crest for 
ages and I'm still no 
further into the game 
than when I started. Mind you. 
I'm a bit of a games moron, so if 
you're anything like me this'll 
provide you with hours of fun 
and excitement. 


\ f This 
g / section is 
/ essentially a 
/ level select. 

I You fly around 
and then land at 
huts, villages and 
so on. It looks 
very pretty^but 

V ic's not a vital 

e art of the^ 
^me. - 


What's this all 
about? Well, 
the Japanese 
version of the 
game was 
called Demon's 
Blazon, so 
don’t go 
buying it twice. 


When I took 
this shot I 
knew exactly 
what was 
going on, but 
now I’ve 
forgotten. 
God knows 
where that 
platform 
came from, 
and what’s 
that arrow? 









•r* 


It's just as well our 
demonic hero can fly, 
because otherwise, 
sections like this would 
be impossible. 


grips with controlling your 
character and, more impor¬ 
tantly, generating some cash. 

While doing this you'll begin to 
learn from the various other char¬ 
acters in the game what needs to be 
done. For a start you'll need to find a vellum to 
keep spells in, you'll need a flask or two to store 
potions and you'll also need to locate some 
talisman which, you are informed, will grant you 
all sorts of magical powers but which are, for the 
moment at least, hidden away in the levels some¬ 
where. 

This learning process is quite well handled 
and the map area isn't that huge so it seems that 
given a little perseverance, the game shouldn't 
pose too much of a problem. However, you soon 


realise that each of the levels contains a Boss of 
excruciatingly tough proportions and that 
progress isn't going to be so easy after all. And 
that's when all that spell-casting, potion-drinking 
role-playing type stuff comes in. For example, 
one of the Bosses is a fire-demon. Your standard 
demon can't inflict any damage on him at all so 
you first need to be able to turn into a stone 
gargoyle whose flame attack can inflict hits. He's 
still a real problem though, so you'll also need a 
spell that gives you an extra life and probably a 
potion would come in handy also. Not enough 
cash? That's a problem too. And so on it goes. 

What all this adds up to is a neat, thought- 
provoking game that not only provides a mostly 
action-based challenge, but also requires some 
cerebral skills while not getting bogged down 
in RPG-style challenges. The only fly in the 
ointment is that, just as you think you're 
facing a truly awesome quest, you realise 
that you don't actually have to complete 
many of the areas to complete the game, 
so you may just finish it off long before 
you'd hoped. Regardless, what we have is a 
relatively challenging adventure with enough 
surprises, neat touches and 
rock-hard bosses to keep most people 
enthralled through to the end. ANDY 




ATKO SAYS... 

Initially I thought this was going 
to be massive and thought 
provoking adventure, but it's 
more action-based. It's very 

good, but I'm sure a few 
people (especially RPG 
fans) will be a little 
miffed by the lack 
of any real mental 
challenge on offer. 


Thisjjjeezer will teach you a spell 
or two, but they don’t come 
cheap. But where can you get 
some cash? Hmm... 

h - 




SPELL 


TALISMAN 
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It’s The Spice Of Life... 


You shouldn’t try this in your street, but in his world, our 
demon buddy can often find bonuses and power-ups by 

headbutting people’s windows in. 






M 


... Variety that is. And this 
game's got plenty of it. Each of 
the levels is very different and 
features many varying chal¬ 
lenges and characters. Take a 
look at the areas shown here 
and marvel at their beauty why 
don’t you? We did. 

These floating knights are a real 
menace since they seem to track 
your every move. 

There’s nothing to beat the feeling 
of wind in your wings. But perhaps 
we should land at this village. 


Another of the main characters useful 
abilities is that of hanging from walls. This 
makes avoiding enemies a lot easier. 


IL ' at* ’ ' 

Quick Change 

Hit START and you go to this inventory 
screen. From here you can turn into 
your various other forms (such as the 
rock gargoyle for one). Not bad! 


A bit old-fashioned but it’s not 
crude. Looks like it should be an 
old classic but, of course, it's new. 


z wvm'rrrm ^ 


The music's suitably spooky, and the 
sound effects are fine, but again ( 
the envelope remains unpushed. t 


Mi 
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A good mix of action and adven¬ 
ture with plenty of challenge, 
though ultimately, it's a bit short. 


'Strange game that 
seems a little dated but 
provides entertainment 
in abundance. Good 
players will finish it 
with ease, but it's a 
still a slick 
adventure. 


There's plenty in there, but the 
route to the end could have been 
made longer. 


Col 


Here’s our hero in his former days as a bad 
guy. He was more orange then too. Don’t 
ask me why, it’s one of those demon things. 


A Feeling 
Deja Vu? 


of 


Your demon is familiar 
isn’t he. That’s 
because he was the 
bad guy in Ghosts 
And Goblins and then 
made and appearance 
as the good guy in the 
superb Game Boy title. 
Gargoyle's Quest. 
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Mr Schwarzenegger, as you'd be 
advised to call him, is one of the most 
influential people in America. He's 
married to into the legendary Kennedy 
dan, has close links with the Republican 
in the US and he's got bags of 
cash like you've got 

embarrassing relatives. 


JOSSE SAYS... 

If it's a top down 
shooter you're after, 
you could do a lot 
better than True Lies . 
Chaos Engine makes the whole 
thing look inept, for instance, 
and you can play with a friend. 
For more pure slapabout fun you 
could try one of the Gauntlets. 
It's all been done before, better. 
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You can't claim that 
Ami* lacks 
flexibility. Her* he 
climbs from the 
pool, menacingly. 




‘Okay, so a game licensed 
from an Amie blockbuster is 
about as surprising as a 
match in a matchbox, but 
who cares? What we want is 
what we get from the film.’ 


kay, so a game licensed from an Arnie 
■ blockbuster is about as surprising as a 
match in a matchbox, but who cares? 
What we want is what we get from the film. 
Good action and lots of it. No clever plots or 
characterisation, thanks very much, just high 
octane, adrenalised, completely mindless fun. 
True Lies has its heart in the right place. 
It's a simple, if pretty, top-down shooter with a 
very minimal puzzle element. Puzzle might be 
stretching it a bit, in fact. Searching buildings 

while killing is 
probably closer to 
the mark. 

You are Harry, 
muscle-bound 
super secret agent 
and, since it's a 
Monday, 
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Once things get heated you'll have to be 
very careful. One of the best ways of 
taking out guards is to lurk round a 
corner, turn, lock your gun and waddle 
out sideways letting rip. And don't 
forget your roll button. 


TOTAL! JUDGEMENT 

'True Lies is what 
you'd expect from an 
Arnie game. Fairly 
standard stuff with 
guns, blood and no 
real depth.' 
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It's the Ambassadors recep¬ 
tion and Arnie is dishing 
out the Ferrero Rocher. On a 
refill visit to the kitchen he 
politely turns his back as 
two of the kitchen staff 
partake in a desperately 
needed wee in the sink. 


Plenty of guns and that, as you'd 
expect, but nothing to take your 
breath away. 


GAM EPLAY 


It's a bit one-dimensional and 
slow but what there is here is 
quite enjoyable. 


It's not very puuly so there's not 
enough variety to keep you 
going for ever. 


Uncle Furry’s? Sounds a bit 
dodgy to me. Still, nice floor. Apart from the 
bleeding corpses. 


GRAPHICS 


Arnie, troubled by the 
gloomy weather, blows 
someone away. Which 
is pretty frightening. 


Fairly basic though suitably blocky 
And there's a bit of blood in it, 
which is good. 


you're saving the world, or 
America anyway, from 
nuclear destruction at the 
hands some of the mad 
people who do this sort of 
thing. Obviously, the best 
way to stop people inno¬ 
cent getting hurt is to hurt 
the baddies and Arnie's got a 
range of weapons to do it including, naturally, an 
Ooooozie. You've also got a fat mate who 
appears in a box at the bottom of the screen to 
help you with your thinking. He says helpful 
things like 'the doors locked, Harry,' and gets 
upset if you kill a civilian. 

That's about as complex as it gets and for the 
most part you just waddle around, slowly, 
exchanging fire with passing baddies. It can be a 
bit tricky to fire in the right direction but 
thoughtfully, the programmers have included a 
button to lock your direction of fire. It makes all 
the difference, really. 

Sadly, that's the best thing about the game. 
You do follow the plot of the film but this is no 
roller-coaster ride. In fact, the only variation is in 
the graphics between levels 
and, solid looking as they 
are, it's just not enough. 

With a bit more blatant fire¬ 
power this could have been 
an excellent blaster but as 
things stand there's just not 
enough action to 
carry the game. 

ANDY 
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O ddly, playing Sink Or Swim took me 
through four very separate 
stages. The first was shock. 

This arrived when I powered the A 

thing up and began to wonder 

whether Donkey Kong Country 

was just a particularly pleasant 

dream. You see, this game Mb ^ 

whiffs like an old pair of 

From top-left, then: sliding down a 
greasy pole; swinging on an 
unconvincing rope; wisely staying out of 
harm's way, snug In your sub; using a crane 

system to cover over a section of water, and 
_ finally, a close-up of the cheeky little 

|^ chubster hi ms el f . Phew. I thank you. 


discarded trainers in the looks department. I 
gather that it's a conversion of a Mega Drive title 
from a while back, but that's no excuse for 
IL the SNES to have to suffer a garish colour 
scheme, chunky sprites and backdrops 
4 that feature little variety between levels. 
The next stage was frustration, where¬ 
of upon I attempted to play the game. It's 
a cross between Krusty's Super Fun 


ny '^r ^oooooo ar 4o5i . 4 «om jr 4ooi 

jjhss C 2 «a #=: e: -5^ ^ 

When your troop sets out, it's best to run off in front of them to look 
for a way to delay them until you’ve figured out how to negotiate the 
screen. Using conveyor belts is a good a bet: here we’ve switched each 
conveyor to revolve towards the platform, thus holding up our troupe. 


tm 


Presses are often placed 
on conveyor belts 
making passing them 
difficult. When your 
chaps reach the start of 
the conveyor belt, keep 
throwing the switch 
quickly to change its 
direction thereby 
holding up their progress 
until it’s safe to pass the 
press. Not so easy, this. 
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SUES REVIEW 


In between levels you get the chance 
to check your progress on the ship 
map. What vomit-lnduclng colours. 


House and King Arthur's 

World , ie a Lemmings- ""ifUmi # * 

derived puzzle game, the 

aim being to guide people ^^^BB 

with little minds of their own to 

safety. And of course this meant grinding my 

teeth down to stubs as I learned to get to grips 

with how things work - usually by coming a 

cropper time after time until I got it right. Not 

the most friendly learning curve, I think you'll 

agree, but par for the course. 

But it wasn't long before pleasure came my 
way: the best methods of negotiating certain 
obstacles started to become second 
nature; I began developing clever little 
overall strategies; and I was eagerly A 
biting into the game's 100 levels. f * 
The controls are responsive and t 


there's obviously been bags of effort 
lavished upon the puzzle layouts themselves 
- indeed, some of them are among the most 
fiendish I've seen in this type of game. 

However, indifference set in. After about 15 
levels of the same backdrop, with the same 
features and the same tedious tunes plinky- | 
plonking away in the background I started not | 
really caring whether I saved the little chaps or 
not. The scenery and features change every 20 
levels, but I'd like to have seen it change 
% every five or so; there wasn't enough 
1^^. variety to simply hold my interest. 

So I'm afraid it's one of .-p- 

those fine-if-you-like-this- H rr I 
M kind-of-thing conclusions. I q 
S orr Y about that. Andy 
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slowly fill 


forcing you to 
locate oxygen 
tanks with which 
to save the 
drowning blokes. 
Use them care¬ 
fully, that* s what 
I suggest. Yep. 




S ATKO SAYS... 

L. 'This'll do for me - 
I've always loved 
Krusty's Super 
Funhouse and this is a 
great extension of that game. 
Yeah f so it looks absolutely 
abysmal, but so do lots of other 
things that, erm, turn out to be 
quite good. Just like our Johnny, 
for instance.' 


Yuk! It's all so horribly reminiscent 
of a C64. We want to go forwards, 
not backwards. 


'A thoroughly ugly 
game, with all the 
aesthetic appeal of a 
cowpat. But look 
beneath the surface 
and you'll find some 
entertaining 
gameplay' 


Ouch! An unbelievably abrasive 
accompaniment makes you want 
to disconnect your ears. 


It plays similarly to other puzzle 
games of its ilk, so it's frustrating 
and rewarding in turn. 


At 100 levels, there's tons of 
challenge in here. But will you 
last the distance? I'm not so sure. 


















































n 


mm 


1 


r 


t 



Left: The second stage of the game 
features a cuddle-against-the-dock section. 
Below: They’re In the toilet with hoses. 
Why can't I find an appropriate gag, then? 


Above: You're task Is to 
cover Daniel with your hose as he leads the 
way armed with an asbestos blanket. 


FIRE DRILLT 

Hr -1\ 

The first two screens of Level 1 aren't 

mi . v IA 

too much of a challenge and act more 

m m 

as an introduction to the control system 

than anything else. Still, nothing's as 


easy as it seems. Always remember that 


to get that all important 100% every 

PLAYERS: 

single flame, glow and ember must be 

1-4 

extinguished. 

FROM: 


MARUBENI 


‘The Firemen 
is Zombies 
with hoses, 
better 

gameplay and 
more thought 
provoking 
levels. * 


W hen reviewing games we are told not 
to constantly harp on about our child¬ 
hood. Hardly a day goes by when one 
of the suits upstairs doesn't yell, 'stop referring to 
'70s films, sweets and TV shows, the readers don't 
understand and they certainly don't care'. The 
big wigs may have a point but in my defence, the 
'70s film I'm about to gratuitously refer 
to is not only brill, but a classic 
which you all must have seen 
because it's on telly every 
flaming Christmas, pardon the 
poor pun (and the 
needless alliteration 
- Andy). So onward 
with the review. 

Yes that 1974 
disaster flick 
Towering Inferno is 
the film in question 
and The Firemen 
bears more than 
a passing resem¬ 
blance. You 


PRICE: 

csn 


RELEASE: • 


**«<•*<# 


JUNE 




The icon just ahead is a jolly 
useful water bomb. Only use 
these spaHngty, they don’t 
grow on trees you know. 


This evil fella Is the dreaded 
control robot. Concentrate your 
hose on him for at least ten 
seconds and never 
^ t stop moving. 
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This is not so much a tip as a hidden 
control that took me about two hours to 
discover. Hold down either of the collar 
buttons to keep Pete facing left or right 
while moving him in any direction. This 
allows you to focus your spray on one 
point even if you're running for your life. 


By holding the collar button the spray 
continues In one direction. This allows you to 
extinguish on the run. Not bad. 


take on the role of Pete (played in the film by 
Paul Newman) who along with his computer- 
controlled buddy, Daniel, must put out the 
raging fires tearing through the high-rise 
Metrotech building. 

This top-down perspective squirt-'em-up is set 
out over six massive levels. Each takes the form of 
a mission transmitted to you by the command 
centre (again echoing the film). These missions 
range from rescuing trapped civilians to blowing 
up the water tank on the top floor. Oh I can't 
hold back any longer, it's great. 

The graphics are outstanding, the tension 
relentless, there are plenty of hidden power-ups, 
it's challenging, addictive and utterly, utterly 
playable. Once you get squirting you can wave 
goodbye to your social life for a week or so. 

What more could you possibly wish for? 

The Firemen is Zombies with hoses, better 
gameplay and more thought provoking levels. 
The whole explosive concoction is only dampened 
by a measly six levels. Could do better, [_ I 
room for improvement and other such |1J 
school report cliches. ATKO LJO 


keep the squirt 
id keep moving. 


The icon bar at the top of the 
screen contains a very handy 
floor map. Don't leave your 
fire-engine without it. , 


top-down 

woidd k° c ' Ioose an altei 
would have to be eith^^ 

or Ghoul Patrol, if | t * s 

,n °70 h s e d 9ame baSed on a 
70s d «saster flick 

you're after, why not 

try S.O.S which is a 

dead ringer for The 
Poseidon Adventure. 


Left: Creep up on the flames. The element 
of surprise will give you the advantage. 


Clear sprites, frightening fire and 
some innovative touches including 
an underground spotlight effect. 


This innovative top- 
down squirt-'em-up is 
tough and great fun 
to play but not nearly 
big enough. Well 
worth considering 
though/ 1 


No sirens but some pretty groovy 
music that made our Debs wiggle 
about a bit. 


Beginners to have a good lash 
and experienced players to adopt 
their own strategy. 


This is too easy but try 
completing 100% on each level 
You've got no chance. 
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T here’s no doubt about it. Killer Instinct is 
the most incredible beat-’em-up on any 
system, ever! It has the biggest range in 
each of the combatant creatures’ fighting 
characteristics than any other game - none of 
that poncy Ken and Ryu having the same 
moves and being the same character dressed 
^ in slightly different graphics for Killer 

Instinct . And there are more moves 
BHA per character than ever before. 
HHprB Plus there are more settings and 
■ fighting arenas than any other 
I game - some in 3D and some in 

■ W good ol’ 2D. 

We’ll show you the most useful 
W moves and the most interesting 

settings, but be warned, there is even 
more to discover in this monster 
powerhouse of a beat-’em-up. 
Good luck! 
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No, it's not Mortal Kombat, but Killer 
Instinct that boasts a range of finishing 
moves to dwarf the erstwhile beat-'em- 
up king. There are a range of Fatalities 
which we've shown you for each 
character, plus the fantastic idea of 
Humiliation Moves. 

If you can defeat your 
opponent while you're still 
on your first energy 
bar you'll be able 
to perform your 
humiliation move. 

Brilliant! 


Infinite Caves 

This 2D stage is almost like a platform game 
- it's one of those that never ends, but just 
continues to scroll horizontally. Because 
there's no quick way to get your opponent 
off the platform, Virtua Fighter-style, it's 
best to employ a cagey, strategic style, as 
you may well be in for a war of attrition. 

Chicago Roof 

This is just about the most visually 
impressive 3D scene in Killer Instinct. Any 
characters with kicking moves or great bulk 
can win by knocking their opponent off the 
edge - this may be the ideal time to use a 
teleport move and catch your opponent 
unawares. Either way, try to sort your 
opponent out with a Fatality or Humiliation 
move, because you can watch it displayed 
on the advertising hoardings, too. 

Wooden Bridge 

This is on big Chief Thunder's home turf, but 
there's no great advantage for him here. 
Notice the wooden bridge and the way that 
this 2D stage curves in the middle. If you 
stay in the low part, it's very easy to avoid 
flying projectiles, so if your opponent is 
good at them, stick to the middle. 

Factory Rooftop 

This is another of the spectacular 3D scenes, 
driven by a graphics engine similar to the 
Chicago Roof stage. It's best to play Cinder 
here, and you'll find yourself with an 
advantage. Concentrate on the kicking 
moves and you'll be able to knock your 
opponent off the rooftop and into the 
flaming lava below. 

Air Box Stage 

This is a small, but again, very well done 3D 
stage. As with the other 3D stages, high 
kicks are effective here, and the small stage 
means that any high-impact combo can set 
your opponent over the edge. 









This muscle-bound Tibetan 
warrior packs a mighty punch, 
and can do a fair bit of damage 
with that nasty-looking blade 
there, too. But is he content? 

You're kidding, right? The 
bugger's got himself a Fireball 
Attack and the word on the 
street is that there's also a 
special hidden Zen Fatality 
which even we can't find. Either 
way, I don't trust him! 


goes he 

over eight feet tall j„ 

° Ckln9edfeeth earmsl 
, W ' th 3 Pair of mighty fjg 
tomahawks and glares m 

k ' n9 ‘* at you - **fe in tl 
knowledge that he posse 
"’ore special moves than a 
ioad of puny Street Fi ght 
characters, including tli 
'"credible 13 Hit Combo an 
almighty seven Hit 
Fatality Combo. 


MOVES. ATTACKS 


DOWN+TOWARDS, TOWARDS, KICK 


Spinning Tomahawk Attack 
CHARGE, AWAY, TOWARDS, PUNCH 

Flying Mohawk Attack 

CHARGE, TOWARDS, TOWARDS+DOWN, 

DOWN, AWAY+DOWN, AWAY, PUNCH 

Flying Tomahawk Diva Attack 

(Do this one while you're in the air if you 

miss with the Flying Mohawk) 

CHARGE, TOWARDS, TOWARDS+DOWN, 
DOWN, AWAY+DOWN, AWAY, FIERCE 
PUNCH 

Flaming Phoenix Attack 

CHARGE, AWAY, AWAY+DOWN, DOWN, 


13 Hit Combo I 

CHARGE+FIERCE PUNCH, AWAY, ROUND¬ 
HOUSE, TOWARDS, ROUNDHOUSE, DOWN, 
AWAY, MEDIUM PUNCH, PAUSE, CIRCLE 
TOWARDS, QUICK KICK 

FATALITIES 


Mohawk Fatality 
CHARGE. DOWN. 
DOWN+TOWARDS, TOWARDS, 
FIERCE PUNCH 

7 Hit Fatality Combo! 
CHARGE+HARD PUNCH, BACK, 
ROUNDHOUSE, TOWARDS, 
ROUNDHOUSE. TOWARDS. DOWN, 
DOWN+AWAY + PUNCH 


Uppercut Dragon Punch Attack 
TOWARDS. DOWN. TOWARDS+DOWN. 
PUNCH 


Flying Heel Attack 
CHARGE, DOWN. AWAY+DOWN. 
AWAY, KICK 


Blade Whip Attack 
(Surely this is cheating?!) 
TOWARDS. DOWN. DOWN+AWAY 
+ FIERCE PUNCH 


Fireball Attack 
DOWN, 

Wf DOWN+TOWARDS. 

TOWARDS + PUNCH 


Neuter Fatality 

AWAY, TOWARDS, TOWARDS + QUICK 
PUNCH 


Ultimate Fatality 

AWAY. AWAY. TOWARDS, TOWARDS + 
MEDIUM PUNCH 


Special Combo Fatality 
(Can only be accessed as part of a combo) 
DOWN, DOWN+TOWARDS. TOWARDS + 
FIERCE PUNCH 


13 Hit Combo! 

TOWARDS, DOWN. DOWN+AWAY, 
ROUNDHOUSE. AWAY, KICK, TOWARDS, 
DOWN. DOWN-AWAY, HARD PUNCH, AWAY, 
KICK, TOWARDS. DOWN, TOWARDS, 

FIERCE PUNCH 


FATALITIES 


MOVES 


ATTACKS & 
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It's not human! Fulgore 




MOVES. ATTACKS 

& COMBOS 


' warrior nas 

more nuts and bolts, wires and 
circuit boards than living flesh 

and bone, but it matters not a 
Jot when this awesome metal 
monster lets flee with an 
lectric Bolt Attack. After an 
hour with this fiend you'll 
want to take the T1000 
Terminator home and keep him 
as a pet. 


RIRTOR 


Simple Fireball Attack 

DOWN. DOWN+AWAY, AWAY. PUNCH 

Air Fireball Attack 

JUMP, DOWN, DOWN+AWAY, AWAY, 

PUNCH 

Claws-Out Attack 
CHARGE. AWAY, KICK 

Fire-Spitting Attack 

TOWARDS. DOWN, DOWN+BACK + HARD 
PUNCH 

Face-Slasher Attack 

TOWARDS, DOWN. DOWN+BACK + QUICK 
PUNCH 

FATALITIES 

Eat Fatality 

AWAY, AWAY+DOWN, DOWN, 
TOWARDS+DOWN, TOWARDS, 

MEDIUM PUNCH 


Spit Fatality 
AWAY, AWAY, 
AWAY+DOWN, 
DOWN, 
TOWARDS+DOWN 
TOWARDS, 
MEDIUM KICK 


Huae claws and sharp, scary 

teeth aren't enough f^th^ear- 

some prehistoric wretth chee s 

breathes fire as wen 

While they aren't quite as flashy 
thev're effects®* 5 

to hit a Video screen is a go 

+ hi no to have on your side. 
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Eye Bolt Attack 

TOWARDS, DOWN+TOWARDS. DOWN, 
FIERCE PUNCH or KICK 


Claw Upper Cut Attack 
DRAGON PUNCH + PUNCH 


Electricity Attack 

DOWN, TOWARDS+DOWN, TOWARDS 
+ PUNCH 


Double Electricity Attack 
AWAY. AWAY+DOWN, DOWN. 
DOWN+TOWARDS, TOWARDS + PUNCH 


Triple Electricity Attack 

TOWARDS, AWAY, AWAY+DOWN, DOWN, 

DOWN+TOWARDS, TOWARDS + PUNCH 


Short Teleport Move 
AWAY, DOWN. AWAY, PUNCH 


Long Teleport Move 
TOWARDS. DOWN, TOWARDS. KICK 


FATALITIES 


Eya Bolt Fatality 
TOWARDS, DOWN, 
AWAY+DOWN, FIERCE 
PUNCH 

Gun Fatality 

AWAY, AWAY+DOWN, 

DOWN, 

TOWARDS+DOWN, 
TOWARDS, FIERCE 
PUNCH 


Humiliation Fatality 
AWAY, 

AWAY+DOWN, 

DOWN, 

TOWARDS+DOWN, 

TOWARDS, 

MEDIUM KICK 









MOVES. ATTACKS & COMBOS 


Flip Kick Attack 
DRAGON PUNCH+KICK 


w *th a name like ^ 
surprised to learn that V ? U VVon t be 
*ot some special mow We Ve found V° u 
Orator'. Z ™ ” *» 


Flaming Palm Attack 
AWAY. AWAY, QUICK PUNCH 


Flaming Comat Attack 
CHARGE. AWAY, TOWARDS, PUNCH 


Fire Diva Attack 

TOWARDS. TOWARDS. PUNCH or KICK 


Invisibility 

TOWARDS. TOWARDS+DOWN, DOWN, AWAY+DOWN, AWAY, 
FIERCE PUNCH 


Malting Fatality 

AWAY, AWAY, AWAY. MEDIUM KICK 
Combo Fatality 

AWAY, AWAY+DOWN. DOWN. TOWARDS+DOWN, 
TOWARDS + QUICK KICK 


Humiliation Fatality 

AWAY, AWAY, AWAY. ROUNDHOUSE 

or 

TOWARDS. TOWARDS+DOWN, DOWN, AWAY+DOWN, 
AWAY, MEDIUM KICK 













Slide Attack 
DOWN + FIERCE 
L KICK 


Simpla Fatality 

AWAY, AWAY, AWAY, MEDIUM KICK 


Gora Fatality 

AWAY, TOWARDS, AWAY, TOWARDS 
QUICK KICK 


Shield 
Charge 
Attack 
TOWARDS, 
TOWARDS + 
PUNCH 


Humiliation Fatality 

AWAY, AWAY+DOWN, DOWN, 

DOWN+TOWARDS, TOWARDS, FIERCE KICK 


Slash Attack 
CHARGE + PUNCH 


or 


AWAY, AWAY+DOWN, DOWN, 
DOWN+TOWARDS, TOWARDS, FIERCE 
PUNCH 


skeletal warrior, and 
Spinal is » 1,000-year ^ beginners to take 

e's not happy The, b **,, jties j s plenty of use of the 

jponent; and^‘^supert.ash and Flaming Skull 
oput some of t^SuPto p a^e. 


Glowing Slash Attack 
CHARGE, AWAY, 
TOWARDS, MEDIUM 
PUNCH 


Talaport Move 
DOWN. DOWN, TOWARDS 
FIERCE PUNCH 
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SabreWulf j s not someone 
you'd like to meet in a dark all 
on the way home late at night 

fact SabreWulf is not someon 

you d hke to meet at all. Come 
thmk of it. SabreWulf is not a 
Person at all. It's a blinkin' wer, 

wolf! Watch out. then, for the 

Lunging Slash Attack, the Lunai 
Boost (beware the mooooon!) 
and the Claw Fatality. 


MOVES, ATTACKS 


DOWN+AWAY, AWAY + ROUNDHOUSE or 
TOWARDS, TOWARDS+DOWN, DOWN, 
DOWN+AWAY, AWAY + FIERCE PUNCH 


Spinning Claw Attack 

CHARGE, AWAY. TOWARDS, PUNCH 

Rolling Claw Attack 

CHARGE, AWAY, TOWARDS, QUICK KICK 
Upper Cut Attack 

CHARGE, AWAY, TOWARDS. MEDIUM KICK 


Claw Fatality 

AWAY, AWAY, AWAY, MEDIUM KICK 


Slash Fatality 

AWAY, AWAY, TOWARDS, MEDIUM 
PUNCH 


Lunging Slash Attack 

CHARGE. AWAY. TOWARDS. FIERCE KICK 


Lunar Boost 

TOWARDS. TOWARDS+DOWN, DOWN, 


Humiliation 
Fatality 

TOWARDS. TOWARDS. 1 
QUICK PUNCH 


4 


- m — TS- = WTT1-! 75 V w . 

& COMBOS 


Combo Fatality 
AWAY, AWAY+DOWN, 
DOWN. 

TOWARDS+DOWN, 
TOWARDS. FIERCE 
PUNCH 




Absorption Shield Defence 
HOLD AWAY + HOLD QUICK PUNCH 





















Shoulder Slam Attack 

CHARGE. AWAY, TOWARDS, PUNCH 


Puddle Punch Attack 

AWAY, AWAY-fDOWN, DOWN, TOWARDS+DOWN, TOWARDS, 
FIERCE KICK 


AWAY, AWAY+DOWN, DOWN, TOWARDS+DOWN, 
TOWARDS, FIERCE PUNCH 


Puddle Port Attack 

AWAY, AWAY+DOWN. DOWN. TOWARDS+DOWN, 
TOWARDS, QUICK KICK 


Ice Pick Attack 

TOWARDS, TOWARDS+DOWN, DOWN, QUICK PUNCH 


Freeze Fatality 

AWAY, AWAY+DOWN, DOWN, TOWARDS+DOWN. TOWARDS + 
MEDIUM PUNCH 


Engulf Fatality 

TOWARDS, TOWARDS+DOWN, DOWN, DOWN+AWAY, 
AWAY + KICK 


Melt Fatality 

AWAY, AWAY. AWAY, FIERCE KICK 


OLAC1US 
CREDITS I 


" to remember. 
m 'ght not look as 
as some of the other 
»ut the effects of his 
»re spine-chillingi 
• e >ce man cometh. 







TJ COMBO 


MOVES- ATTACKS 
& COMBOS 


FATALITIES 


Twister Fatality 

AWAY, AWAY, AWAY + QUICK PUNCH 


Backhand Punch Attack 

CHARGE, AWAY, TOWARDS, QUICK PUNCH 


Lunging Punch Attack 

CHARGE, AWAY, TOWARDS, FIERCE 

PUNCH 


Blaml Fatality 

AWAY, AWAY+DOWN, DOWN, 
TOWARDS+DOWN, TOWARDS + 
FIERCE KICK 


Bally Punch Attack 

CHARGE, AWAY, TOWARDS, MEDIUM 

PUNCH 


Short Flying Knee Smash 

CHARGE, AWAY, TOWARDS, QUICK KICK 


Vertical Flying Knee Smash 
CHARGE, AWAY, TOWARDS, MEDIUM 
KICK 


4* 


Long Flying Knee Smash 

CHARGE, AWAY, TOWARDS, FIERCE KICK 


MOVES. ATTACKS 
& COMBOS 


Glowing Boomerang Attack 
TOWARDS, TOWARDS+DOWN. DOWN, 
AWAY+DOWN + PUNCH 


Helicopter Kick Attack 
CHARGE + KICK 


TOWARDS, DOWN, DOWN+AWAY, MEDIUM 
PUNCH, TOWARDS, QUICK KICK, AWAY, 
QUICK PUNCH, QUICK KICK, TOWARDS, 
ROUNDHOUSE, AWAY, ROUNDHOUSE, 
TOWARDS, DOWN, DOWN+BACK, MEDIUM 
PUNCH, TOWARDS, DOWN. AWAY+DOWN, 
FIERCE PUNCH, pause, then CIRCLE 
TOWARDS + QUICK PUNCH 


FATALITIES 


Backflip Kick Attack 
BACK + ROUNDHOUSE 


Animal Morph Attack 

CHARGE, AWAY, TOWARDS + PUNCH 


Frog Fatality 

AWAY, DOWN, TOWARDS, DOWN, 
QUICK KICK 


Spinning Slash Attack 

FORWARD, DOWN, BACK+DOWN + FIERCE 

PUNCH 


Censored Fatality 

AWAY, AWAY, TOWARDS, TOWARD 

+ FIERCE PUNCH 


Helicopter Blade Attack 

TOWARDS, DOWN, DOWN+BACK + QUICK 

PUNCH 


Humiliation Fatality 
TOWARDS, AWAY, AWAY+DOWN, 
FIERCE PUNCH 


or 


TOWARDS, DOWN, DOWN+BACK + MEDIUM 
PUNCH 


is supposed t Thunder 

and Riptor about them, 

think she can do abou 

eh? StiH. PhW °f |hhh ? ; Thud! 

' PhW0 u 0 , 0 (Kseems that the sexy 

Arr " 9 Jhter Orchid, is a fiesty 


17 Hit Combo I 
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SNES REVIEW 


■Icky to tell exactly 
's going on here 
all these flames. 


1 L-iLk^r. 


‘Hoofing great gun-toting 
machines of death around 
every comer, all ready to fill 
you so full of lead you’ll be 
able to get a Job as a 
jumbo-sized HB2.’ 


A gleaming six-shooter on your hip; yee 

hah!-ing through places with names like 
Bottomnugget Gulch in rickety, horse- 
drawn wagons; and sassy lively lasses 
overflowing with sauce and corsetry dancing on 
the tables every night down at your local - yep, 
the Wild West must surely have been a top 
place to hang out. 

But all is not as it may first appear f ^ 
in the western world of Wild Guns, f 
While the two heroes (a Clint / 4 

Eastwood-alike with an emery [ < 

board chin, and an Annie Oakley- \ ^ o 

type gal who's not afraid to get her \ 


hands dirty) fit snugly into the cliched corral of 
cowboydom, there also appear... robots. Yes, 
hoofing great gun-toting machines of death 
around every corner, all ready to fill you so full of 
lead you'll be able to get a job as a jumbo-sized 
HB2. Imagine a cross between West World (the 
film starring top baldy Yul Brinner) and the 
retro-futuristic flavoured The Chaos 
Engine and you'll start to get a feel for 
\ how things fit together in this game. 

Hardened arcade-goers will 
a I instantly recognise the game style 
I from such coin-ops as Cabal and, more 
/ recently, Blood Brothers. The player(s) 


...im .1. r-rm 


you can just make out the 

blood flying from that 


Save your smart bombs until the end-of- 
level bosses. Just about everything up 
until them can be taken out quite easily 
with standard weaponry. Facing up to a 
five-ton tank with a handgun is like 
peashooting at a rhinoceros - pointless, 
dangerous and likely to end in tears. 
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Remember - 

the wise words of Bruce Lee in the 
practice section: ‘Wood - don’t hit back* 




Annie (who’s q 
obviously standing up 
for women’s lib in the- 
I 800s). There’s little to. 
between them. 




face into the screen, using everything from shot¬ 
guns to machine guns to sticks of dynamite in 
fending off the incoming attacks. The environ¬ 
ment is reminiscent of a shooting gallery, with 
baddies popping up in windows and from behind 
all manner of shelterings to peal off gunfire in 
your direction. 

Because you actually see and control 
your character on-screen - rather 
than playing through the char¬ 
acter's 'eyes' as in the likes of 
Operation Wolf - the game can 
only be controlled via a joypad, so 
put that Super Scope back in the 
attic. This isn't a bad thing at all, it 
actually serves to make the game more 
involving; leaping out of the way of an explo¬ 
sion, landing to come out of a forward roll and 
then ripping into the enemy with gunfire is 
immeasurably more fun than simple point-and- 


It’s best to get out 
yer detonator to hit 
the first boss right 
where It hurts. 
(Although how the 
thing works I’ll 
never know- no 
wires see? Tsk, 
video games.) 






shoot exercises. 

The simultaneous two-player mode, the 
competitive bonus rounds, the expansive boss 
characters, blimey, just the general all-out 
aggressive gun-slinging, sweat-mopping, chaps- 
soiling nature of the thing - it all adds up to one 
cracking shoot-'em-up. The only pear-shaped bit 
is that it's a bit too easy. But even after finishing 
it I reckon you'll be coming back for a quick blast 
now and again - it's that sort of tension- 
relieving game. And I'll eat my stetson if 
I'm wrong. Er, if I had one. ATKO 


The locals at the Ruptured Raccoon Saloon 
regretted spilling Annie’s pint. 




Huge, colourful and faster on the 
draw than Wyatt Earp. Er, I mean 
they move quickly. 


The music is perhaps a touch 
downbeat, but the explosion 
effects more than compensate. 


Yes! Top one- or two-player 
barrel-pumping action all the 
way from start to finish! 


Ah. Here's where things go slightly 
awry. This isn't going to last for 
ever - a real shame. 


a 


'The kind of game to 
reaffirm your faith in 
shoot-'em-ups. It's so 
packed full of game- 
play that only the 
most ardent pacifist 
could fail to 
love it.' 


TOTAL! 

SCORE 
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The rotoscoped sprite ' 

combined with ^ , 

real-time scrolling ^ 

movement should sC a 

create a convincing 
atmosphere’ 

B loody nice try, guys. A vampire-based 

game imported just in time to catch the 
'Interview With Tom Cruise' season. And 
a good try with the whole game, too. Nosferatu 
is a scrolling platformer where your tasks involve 
destroying or avoiding unnamed self-regener- 
1 ating baddies, collecting the odd bit of 
1 treasure and eventually rescuing your 
I kidnapped girlfriend from a dastardly 
I vampire. But despite all that it is actually 
I quite refreshingly different to play. 

Why? Because of the tremendous roto- 
■J scoping job that's been done on the 

main sprite - your character, the all- 
\ American guy who's out to defeat 
\ the bloodsucking enemy and get 
t 1 his girl. Nosferatu has far more to 

I do with how many individual 


p movements a sprite can do than 

sexual equality or political correct- 
ness. And yes, the sprite gets up to 
all sorts of tricks - kicking, 

7 punching, climbing and jumping 
don't sound tremendously extrava¬ 
gant, but there are at least four 
different types of punch, and some of the 
minute mannerisms like the sprite's stance after 
headbutting a wall are spot on. My only gripe 
with the sprite is his size. Too small to see in 
detail, and if you think that 
playing it on a huge telly will 
help, don't bother, it just 


Just as you’re trying 
to open the treasure 
box a giant earwig 
bites your ankle. 


ATKOSAYS... 

This is without 
doubt a Prince Of 
Persia done, against 
the clock t rotoscoping 
dungeon-esque walls to climb. 
No, hang on, it's not a POP clone, 
it's a very pale POP imitation. 
The gameplay's along the same 
lines but too sloppy and as POP 
is cheaper now it's a better deal. 


J Left: Wonder what’s through this 
door? Far left: A ghost guarding yet 
more treasure. 


I should have known that 
my recent bragging to Andy 
that I was learning Japanese 
would land me in trouble. 
'Right then,' he said in his 
sternest tone, 'You can 
review all the import games 
and translate them while 
you're about it.' This is my 
version of the plot. 


’But this is no 
ordinary bat. It 
transforms into 
a vampire and 
whisks your 
girlfriend away. 
You were going 
through a rocky 
patch but 
perhaps you 
should go to 
rescue her all 
the same.* 


This clearly says ‘The moon is 
full and a mysterious bat 
homes in on your abode*. 
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‘She’s being subjected to a bizarre candle¬ 
lit ritual. The tribe’s ringleader spends 
daylight hours in a coffin and is not normal. 
Oh well, if you get on a horse and go very 
fast I’m sure everything will be okay.’ 


15 ** e> tfe <: f if * «k v ft *J> va tz 
& ^ * * n ^ v tt t a if # * 
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Nosferatul 
Skip gaily like 
a mincing 
jessie! 


In POP you 
valiantly battle 
evil foes, like a 
hero. 


GRAPHICS 

Very good try. A rotoscoped sprite 
and some eerie backgrounds, but 
we've seen it all before. 

S 

SOUNDS 


Rather predictable but clear, and 
don't worry if you can't under¬ 
stand the intro. 


GAMEPLAY 


It's a bit thin. The enemies aren't 
exciting and the puzzles aren't 
that imaginative. 


LI FESP AN 


It's big enough and tough enough 
and the 'levels' come in handy 
bite-sized chunks. 



TOTAL! JUDGEMENT 

'A smart looking and 
fairly testing game that 
should be enthralling 
but falls distinctly on 
the side of disappoint¬ 
ment and tedium' 


TOTAL! 

SCORE g EE 


A series of enemy ghosts try to hamper 
your progress, but with your range of 
punches and kicks they’re no problem. 




You see that? That’s you, that is. Pictured in 
happier times before your bird was bat-nabbed. 


In POP a 
popular pastime 
is examining 
ceilings. 


And there’s the 
castle where all the 
action takes place. 


pixelates up. Tsk. If 
you've ever played 
Sega's Streets Of 
Rage games on the 
Game Gear you'll know this frustration. 

The scrolling's unusual, too; the screen scrolls 
continuously throughout the level, rather than 
flicking to catch up with itself, keeping you in the 
centre of the screen. It's slow-moving but effec¬ 
tive, so the rotoscoped sprite combined with 
real-time scrolling movement should create a 
convincing atmosphere. 

But unfortunately it doesn't 
because the baddies are all, 
well, bad, the puzzles are 
distinctly lame by Prince Of 
Persia standards, and the 
plot? Let's just say 
that the book's a lot 
better, eh? JOSSE 


n 


In POP you fall 
in a pit and 
die in a 
crumpled 
heap. 


Nosferatul 
Fall through 
the floor - 
and live! 


r My Name is Prince! 

Look, this is Prince Of Persia. If you don't 

believe me, take a look at these moves 

and judge for yourself. 


In POP you can 
hang on a 
ledge. 


Nosferatul 

Examining 

floors. 


Nosferatul 
More ledge¬ 
hanging. 
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As always, though, 

there's a slight down- S Nw 

side. First off the 

graphics are a bit ® 0 />yi 

ropey. The designers °n£ ot oUft/Os 
have gone for realism, 

but sadly it's been at f/| e 

the expense of quality. S ^9hfi ^ ^ 

For some reason most of v -., * 

the game has a dirty, scrappy 
look to it and while they move well, the charac¬ 
ters are poorly defined. Also on the gameplay 
side there are a few minor quibbles, such as 
the way that some ground-based 
enemies are impossible to hit with 
^ your gun unless you actually stand 

on them and fire down, all the 
while losing energy. And finally, I 
i0 suppose you could criticise the lack 

■ / of ambition as far as originality goes. 

But when all is said and done, I 
^ 0 ^ had a bit of a giggle playing it and I 
suppose that's what counts. If you're looking 
for a special effects bonanza look elsewhere, but 
if you like a good blast (and one that's 
a lot better than the film at any rate) |HIH 
this may well kill a few hours of 
boredom for you. ANDY H ® 


‘It doesn’t try 
to be too 
clever in its 
approach. It 
is, for the 
most part, 
just a 
platform 
shoot-’em-up. 


Considering the big budget 
effects in the film, the game 
visuals are a bit grubby. 


Moody, atmospheric, very 
suitable. Not a lot else you 
can say about sound really. 


Not the finest of its sort, but 
it's challenging, and I kept 
playing for some time. 


It's tough, but not impossibly 
so. The difficulty curve is 
good. It'll last several days. 


S targate was pump. The film ' ^ 
that is. However, I am ^ 3 

willing to admit that the ^ 

ludicrous space and time jumping 
antics and the presence of an Egyptian 
god or two are features which slot into the 
framework of a video game rather well. 

As film licences go, this one isn't awful. 
There's plenty of action, a modicum of variety 
and by and large some effort has been made to 
tie the various levels into the film plot as closely 
as possible. Also it doesn't try to be too clever in 
its approach. It is, for the most part, just a plat¬ 
form shoot-'em-up. 


'In six month's the film and 
the game will be forgotten 
but this SNES offering will 
give you a few days of good 
solid blasting' _ 


SCORE 


ATKO SAYS... 

I'm not going to offer any alter¬ 
natives but I'd like to ask why 
film licences are always wasted. 
This game's fine, but it could 

have worked just as well 
without the Stargate 
theme. Surely it 
would be better to 
come up with a 
meatier idea for a 
film licence._ 


1 
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ATKO SAYS 




'Thank you for your advice kind lady,’ exclaims 
our hero, 'at least there are some nice people 
left in this awful place.* 


PLAYERS: 1-2 
FROM: OCEAN 
PRICE: £49.99 
RELEASE: APRIL 


Yes, this is good, 
but it's all a bit cute 
for me. I like my 
shooters a bit more 
rugged and difficult (Like your 
women, ha! - Andy). My reaction 
would be to avoid this and go 
for something with a bit more 
oomph, like Super Probotector or 
Super Drop Zone. 


rTW 'tin 
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his game was 
released on 
import a while 
back under the title of 
Kikikaikai and while you may 
be forgiven for thinking that it's 
one of those Jap RPGs it is, in fact, a straightfor¬ 
ward shoot-'em-up. 

The plot, as always, is both unoriginal (save a 
princess) and unfathomable (loads of encounters 
with weirdos who never really explain their exis¬ 
tence fully). That aside, it has to be said that this 
is one of the more enjoyable blasts of late (even 
if it isn't one of the hardest). 

Rather helpfully, the first level of the game is 
an optional training level in which various char¬ 
acters approach you, tell you how 
to use your special abilities and 
then let you fart around with 
them for a while before telling 
you if you're any good and letting 


This Is where you choose your 
dtaracter and your little helper. 







































Til just check out 
that left path to 
make sure the 
goblins are * 
still there/ 


Look, I cam 
explain 
everything. 


muses 


Pocky. ‘Yep, 
that woman 
was right. I'd 
better scarper 
sharpish like* 




Die you 

cow! 




So without further ado, Pocky races back to 
the hut and screams obscenities at the 
not-so-lovely lady before killing her in a very 
unpleasant manner. Justice is done. 


And so our hero takes the right-hand path, safe in 
the knowledge that it will hold no dangers for 
him. ‘Hang on/ he screams on seeing a horde of 
enemies, ‘that bitch told me a porky/ 


K 




there 


come 
te worl 


attack 


be Pocky then 
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you move onto the next lesson. 

It's not that the various weapons 
and stuff are that hard to get to 
grips with, but it's certainly a nicer 
way of easing yourself into the game 
than flipping through the manual. 

Once all this preliminary stuff is over with it's 
basically a case of ploughing through seven or so 
levels of similar, but quite jolly, wandering 
id blasting with any potential 
monotony being broken up by a couple of 
different scrolling sections in a more traditional 
shoot-'em-up style. So the majority of the game 
is, er, non-traditional then? Well, sort of. The 
game is played on the ground with you 
wandering around in pretty much any direction 
you like, which is why it looks like a role-player. 
Though in fact, give or take a few off-shoots, 


ily one route to 1 
s, far from having 1 
randomly 
of F 

waves of unchanging regularity just 
‘ most shoot-'em-ups. The only 
‘ the game deviates from the 
action is to enable you to enter huts 
and shops to find new friends and buy 
power-ups respectively. 

It's an odd mixture of styles but one 
which works surprisingly well and would have 
given rise to a quite splendid experience had the 
game been a little more challenging. The very 
final levels are very hard indeed, but it's a bit 


disheartening that you can romp through 80 % of 
the game in a couple of sessions only to get 
horribly stuck at the end. But despite this, by the 
time you do reach the end you'll doubtless be 
fired up enough to keep at it until you defeat the 
last Boss, and you may even find that you'll be 
entertained enough to have another crack at a 
higher skill level (of which there are 
three). So there you go. Not great, not 
crap, just 'quite good'. &&I-2 


TOTAL! JUDGEMENT 


GRAPHICS 


e ana reaiiy quite 
ut there's not 
factor. 


r 


.1 


rately okay sound 
about yer lot. 
Surround™ is it? 




different to usual 
that challenging' 


LIFESPAN 


Doh! You'll finish Easy Level in a 
day, but you'll probably come 
back for a bit more. 
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PLAYERS: 1 


FROM: OCEAN 


PRICE: £24.99 


RELEASE: APRIL 


I magine playing a game where, when you're 
in the heat of the action, you've no idea how 
close you are to death. Or how long it will be 
before you run out of fuel. Or, while we're about 
it, even how many lives you have left. Sounds a 
bit crap, that, doesn't it? 

And believe me, it is. But that's the way 
things work in the world of Jungle Strike - to get 
any information like that during the game you 



GAME BOY REVIEW 


available space on the Game Boy's small 


garden in Potter’s Bar, 


screen, but it still leads to stilted game 


play and It drove me pottier than a 


I can tell you 


Look out for the 


‘H’ pads (below) 


where you can 


stop for a rest 


and a cuppa. 


You’ll spend a great deal of time locating these 
items: fuel drums and ammo replenishments. 


TOTAL! ISSUE 40 APRIL 95 I 


JOSSE SAYS... 

'Hmm, I'm not so sure. Maybe I'm 
just not as forgiving as Atko but I 
found Jungle Strike , just a bit 
^ too fiddly and 

f rustrating for it to hold 
my interest for long. If 
\ >t's helicopter games 
v we're talking, give 
| me a blast on 
/ Choplifter any time.' 


have to jump to the map screen (whereupon the 
game pauses slightly), and then press up on the 
pad. I understand that it's a limitation of the 


It seems hardly fair that you should be able to 
shoot down unarmoured men. But it is fun. 

pot on a potter's wheel situated in the potting 
shed of a garden in Potter's Bar, I can tell you. 

But that's quite enough bad things about 
Jungle Strike - it is, after all, one of the finest 
shoot-'em-ups I've seen on the Game Boy. 

And the reason for it elevating into recom¬ 
mended status is down to one thing: it's not just 
all out blast, blast, blast - you have to use your 
noddle as well, something of a rarity among 
shooters nowadays. 


TOTAL! Tip-ln-A-Caption™: Take this guy with 
you as your co-pilot at the start of the game. 


it drove me pottier than a pot 
on a potter’s wheel situated 
in the potting shed of a 

















The game sets you as the lone force (all 
the other planes, tanks and ships have got 
flat tyres or something) up against the evil 
foreign warlord, General Madmoustache (I 
think), who has lots of dirty campaigns on the 
boil, each of a varying nature. 

The key to countering each might lie in a 
simple seek-and-rescue operation, where you 
have to stealthily locate and return a hostage; or 
it might be a more all-out, finger-on-the-trigger 
blasterama. Whatever the mission, the game’s 
always challenging (some people around here say 
too challenging) and you always have to 
keep an eye on reserve supplies and fuel 
levels ready to top them up. 

Apart from my earlier quibble 
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and that wasn't down to an 


oversight on the programmer's 


part as I said, merely a restriction of 


the hardware itself - the presenta 


tion is faultless, with full mission 


briefings and a rather tasty line in 


military hardware. The 


scrolling is smooth and, 


although it does slow 


down slightly when 


things get very busy, 


the action is genuine war movie 


stuff - but amplified by about 


ten times 


The other thing to bear in 


mind is the sheer scale of the thing - it's 


even huger than Andy's bulging wallet. Oh, and 


the later missions involve different vehicles to 


drive (or pilot) which adds a whole new perspec 


tive to the game. Damn, I should've said 


that earlier. You'll just have to look at 


the screenshots, okay? ATKO 


Certain missions involve 


rescuing captured or 


stranded geezers. Winch 


them right up to safety! 






Fly Stealth Fighter, fly like an 
expensive piece of military 
hardware that’s hard to spot. 



APHICS 


The background scenery can be 
drab, but the main helicopter 
sprite is brilliantly animated. 


No in-game music but who needs 
it with meaty explosions and 
chocka-chocka spot effects? 


The game's quirks take some 
time to get to used to. but perse¬ 
verance will reap rewards. 


8 




There’s nothing quite like getting up in the 


morning and destroying a bridge before lunch. 


TOTAL! JUDGEMENT 


'A surprisingly fine 
conversion - if military 
warfare is your bag, 
then you'll find a whole 
holdall's worth of the 
stuff in this game. Not 
bullet-ridden 
bad!' 



Anyone driving a VW camper deserves to 
have a big gun pointed at them, I say. 


Even with level passcodes there's 
enough in the game to keep you 
slogging away for yonks. 


TOTAL! 

SCORE 




That little *X’ on the map is you. Blimey, I 
could work for Ordnance Survey, me. 















































Ah /**, It’s the 
obligatory m | ne „ 

*® ct,on - Seen It all 
before I'm a«~, M 


TOTAL! ISSUE 40 APRIL 05 


£ 24.99 

RELEASE 

APRIL 


That’s right, TOTAL! teaches 
you how to avoid accidental 
skids, so to speak. 


On Level 3, in the toy shop, you’ll get to 
a section with a falling ceiling. If you just 
keep running from left to right you'll die 
every time. Instead, after you slide down 
the small sloping sections 
jump as you reach Level 
Ground again. This way 
you won't slow down in 
the usual skiddy fashion. 


r 

Can't beat a bit of 
bog-standard, seen-it- 
aJ I-before platform V. 1 lx 

action, can you? < 




NL T i ca * 


or 


I t's a typical day here in the TOTAL! office. 
Outside, the sun's breaking through the 
clouds in its typical fashion; Andy's got his 
feet up on his desk in his typically boss-like 
manner; and my cup of coffee tastes awful, but 
in a thoroughly typical kind of way. I need a lift. 
Something to break the monotony. And bless my 
soul, maybe The Flintstones is just the kind of 
tonic I need right now. I'll be right back... 

Oh dear. It turns out to be not so much a 
tonic as a depressant. There's no getting away 
from it: The Flintstones is a middle-of-the-road 
platform game. So middle-of-the-road, in fact, 
that you can almost see the 
white lines and tyre marks 
across its back. 

As you'd expect, the 
game's plot borrows 
many elements from the 
film, most prominently 
the likenesses of John 








w 




‘As you’d 
expect, the 
game’s plot 
borrows many 
elements from 
the film, most 
prominently 
the likenesses 
of John 
Goodman and 
Rick Moranis.’ 


Blimey, he can jump 
a bit. Not bad for a 
fat lad, eh? 


Or 


‘y 






























game boy review 


The levels are fairly 
sections that scroll in all 
merely a blast from left to 

action. There are also j|fre p' 
scattered around, anlfthe 

\ wji 

\ games are a welcor7%re$ 
the humdrum platfc^tr. \ 
there's no getting av^y 
I T' word. Yeah, I'm so» 
ST7 but it's all just too tapi<| 
* 3 / for me. (Consider you rsel\ 

quite sacked - Andy.) A 1 
■nMI Two charac 


Goodman (Fred) and Rick Moranis (Barney). Okay, 
so Fred looks like he's having a bad hair year and 
Barney like an old woman with an arthritic 
hip, but you get a fair idea of who it is 
you're supposed to be controlling. 

Unfortunately, the elements that / 4 f| 

made the film vaguely entertaining / js* 
- the Stone Age interpretations of a 
modern day appliances - aren't in \ p 

the game. So instead of things like V ^ 

birds playing records with their V** 

beaks you merely get one after 
another of boring little prehistoric pests, 
which, incidentally, you kill by (gasp! can it be?) 
jumping on their heads. 


JOSSE SAYS... 

'Oh goodness gracious me. 
Where's the excitement? Where 
are the interesting bits? I 
looked with a magnifying 
glass and all I could find 
was a half-hearted plat¬ 
former with very few 
ideas of its own. 

There are so many f 
better efforts than * ^ 

this available.' 


As always, the way to defeat this boss is 
to jump on its head, several times. Not 
exactly original, but fun nevertheless. 


This is one of the bonus levels. In this case 
it’s that old favourite noughts and crosses. 
Win the game and you get a, er, bonus. 


The sprites are almost recognisable 
and the backdrops recreate 
Bedrock quite convincingly. 


With little choice when 
it comes to platforms, 
new attempts need to 
dazzle, to amaze, to 
enthrall! The 
Flintstones misses on 
each count/ 


Movie theme tune, rinky dinky 
effects - you know the drill. No 
worse than Johnny Mathis. 


There's not enough to do, frankly. 
Some of the levels raise interest 
but it's generally dull. 


Not a great deal here. You'll whip 
through the first few levels with 
great ease. 



os 

<9 

- V. 

jurrasic larks, erm, oh. 

1 f* ; 

f * f / I •9,t| 


































Yep, it’s that time 
again! Your chance to 
put pen to paper, 
fingertips to keyboard, 
or, if you’re called 
Johnny, stubby fingers 
to Etch-A-Sketch... 
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JESSICA FOGDENS 
A BIT OF ALRIGHT! 

Dear TOTAL! 

In answer to Jessica Fogden's letter concerning 
the sexist Super Metroid advertisement in 
TOTAL! I was under the general impression that 
most people complained about there not being 
enough girls in computer games, and the only 
successful game ever to star a female character 
gets a complaint about the character carrying a 
change of clothes. The advert did not imply that 
every girl carries a change of clothes with her, 
but that some girls carry a change of clothes, 
particularly when fighting masses of enemies to 
find a deadly creature on a faraway planet. 

When Jessica referred to the 'clever, intelli¬ 
gent, smart girls' she was presumably talking 
about those girls who are intelligent enough to 
comprehend the blatantly non-sexist message 
that women have been trying to convey since 
Victorian times. 

James McGuigaflPHounslow 

Dear James K 

Blimey, don't hold back James. One question 
though, what's this blatantly non-sexist message 
that women have been trying to convey since 
Victorian times? Call me dim but you were a bit 
vague. Do write in and tell us more. Oh, and love 
to Barry! 

ATKO 

CONNOR KELLY 
IS BONKERS! 

Dear TOTAL! 

In issue 38 you printed a letter titled The Irish Are 
Bonkers. I take great offence to that since not all 
of us are bonkers. Some, like me, are in fact 
crazed, lunatic, psychopaths who will kill 
anybody just for a bit of a crack. So, if I was you, I 
would watch who you go around making allega¬ 


tions about in the future. Oh, one more thing, I 
know where you live so if you don't print my 
letter I'll come around to your house and scoop 
out one of your eyes with a melon bailer while 
you sleep. 

Connor Kelly, Omagh 

Dear Connor^j^rgfSfr? "». 

That's certainly one way to get your letter 
printed. We do apologise for any offence caused 
by last months thoughtless headline. The Irish are 
not bonkers, some of them are mildly eccentric, 
that's all. 

AKTO 

BOOM, BOOM, 
WHAT A LOON! 

In order to claim my free copy of Lethal Enforcers 
for the SNES, here is a rearranged version of the 
Jazzy Jeff And The Fresh Prince song Boom Shake 
The Room. 

Yo back up now and give a brother room. The 
SNES is switched on and I'm about to go boom! 
Mercy, mercy, mercy me, my life is a cage but 
with Nintendo I'm free. Hyped up, psyched up 
ready for StarWing, standing in a crowd of mags 
like an island. And see the one that I want to buy 
and say come here cutie, I flip it around and work 
that booty. Work the joypad work work the 
joypad, slow down girl you're about to hurt 
somebody. Hold up y'all let's get one thing clear, 
there's only one reason why I came here. Your 
women don't want me to tell ya to tell ya what's 
up (Go) (Repeat twice). I came here tonight to 
hear the crowd go Boom Shake, Shake, Shake the 
SNES; Boom Shake, Shake, Shake, Shake the 
SNES. Tick, tick, tick tick, Boom! etc, etc... 

Dear Stephen 

That'll do, that'll do. Blimey! Could you pick a 



You may remember this letter from Ace in 
issue 38. I asked you lot to come up with a 
fitting punishment for this terrible crime 
and there was a huge response. All those 
printed will receive the much coveted 
TOTAL! issue one. I suggest you go into 
hiding Ace. 

Andy 


Dear Andy 

I think Ace Davies should be forced to slide 
naked down a razor blade into a vat of salt 
and vinegar. 

Ace Davies' Mum, Huntingdon 


Dear Andy 

Three years ago I bought three copies of 
TOTAL! issue one. I was planning to sell 
them in the future but have decided to 
burn two copies and keep the other one 
for myself. So a big raspberry to anyone 
out there desperate for one. 

Ace Davies, Wales 


Dear Andy 

Ace Davies should have his pancreas 
removed with a pencil sharpener blade, and 
then replaced with a Mega Drive cartridge 
(preferably Sonic 1, 2 or 3). 

Tom Getgood, Liphook 


Dear Andy 

I think you should tattoo Ace Davies' stupid 


Blah, Wibble, Moan, Groan, S\ 

























inn 



shorter song next time. We've only 
got two pages to cram these letters 
into. Still, you'll be glad to hear that 
those lovely lyrics have earned you a 
copy of Lethal Enforcers. 

LISTEN TO ME 


Please answer these questions 
because I'm getting fed up with you H 
not answering my other letters. This H 
is the last time I will write. 

1 Does the Super Game Boy ever have 
a two-player option? 

Have you got any news on MKI1I? 

When the Ultra 64 comes out are you going 
to have a compo to win one? 

Paul Staples, Guernsey *8 

Dear PaulV/ J 

Please keep the letters coming in, we get around 
to them all eventually. Anyway here are those 
five answers that'll make your life complete: 

The Super Game Boy only has a two-player 
option on selected games.You can only play 
against a friend on the blast-tastic Wario Blast. 

Watch our news section for all developments 
on MKIII, we cover it almost every month. I can 
tell you now though that there will be at least 
ten new characters in the second sequel. 

Of course we'll be bringing you a compo to 
win the mighty Ultra 64. In fact, you'll get the 
chance to win the first machine to enter the 
country. Not bad! 


Crayon comer has been a big hit again 
this month. Johnny has been swamped 
with sack loads of reader art and as 
usual every pic printed will receive a 
free thing. Yes, a free thing ! 

But remember to include your name 
and address. 

A top little doodle from Walter Newton of 
Glasgow, Walter is a Debt Collector. 


name on his forehead and i 
a Kick My, Bottom T-Shirt. / 
Kevin Lapper, Oxford / 


lake him wear 


Dear Andy 

I suggest we rip off both his thumbs and 
then his head. 

Gavin Wiggan, Barnsley 

Dear Andy 

Ace Davies should be hung 50ft in the air 
and dropped into a vat of stone-cold lime 
flavoured jelly. Also, the next time he has 
his hair done, tell the barber to give him 
the 'Atko special'. 

Tom Moore, Wolverhampton 

Dear Andy 

I hereby pronounce sentence on Ace 
Davies. He is to be covered in salt and 




Erik Hesthagen 
from Norway 
apologises for 
the lined paper, 
well, I suppose 
they're short of 
trees in 
Norway, erm, 
wait a mo'... 

Joe Adams 
vents his 
jealousy of 
Jon's monster, 
artistic talents 
in this feeble 
effort for a 
13-year-old. 
Joe hopes to 
be a bingo 
caller in 
Wigtownshire. 


Send your letters 


drawings, silly 


photos, etc, along 


with your name and 


address to 


TOTAL! Letters 


30 Monmouth Street 


Bath, Avon BA1 2BW 


WEIRD PLACES 


TNo. 


WIN 


game boy 



Dear Andy / 

l think you should^ut off Ace's eyelids and 
bury him up to l>is neck in the Sahara. 

John Jones, Runcorn 


lemon juice, run over by a large orbital 
sander, hung up by the nose from the Sega 
building and dropped through rings of fire 
into a cunningly positioned bowl of TCP. 
Hugh Fleming, Ealing 

Dear Andy 

I think we should all prey for Ace's trou¬ 
bled soul, and forgive him. 

Bridey McMahon, Gort, Ireland 

Dear Andy, 

What 'e dun waz outa order man, *e should 
be punished hardcore, yeah, chillin', innit! 
Osmond Browne, Ilford 

Dear Andy 

Change his name by deed poll to Adam. 
Melanie Brett (Mz), Muswell Hill 

Dear Andy 

An adult should sit Ace down and explain 
that bragging about such petty acts of 
bravado is a sign of deep insecurity and a 
repressed fear of banality and personal 


NAME: Penny the cat 
AGE: 8 

FROM: Glasgow 

Penny the cat likes nothing better 
than a good session of Ren And 
Stlmpy before having a quiet nap. 
She has to use this crude bookcase to 
play as her paws are apparently too 
small to hold the Game Boy and 
press the buttons at the same time. 

If you don't mind us saying, your 
a ears could do with a clean Penny. 


failure, which is a common complaint in 
people from Wales. 

Dr Andrew Zanelli-King, London 

Dear Andy 

He seems like a top bloke to me. Why don't 
you send him all your issues? 

Ace Davies, Wales 

Dear Ace 


Why you little...! 
Andy 


yh, Why Oh Why, Rhubarb, Etc 
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Name 








Subscribe to TOTAL! for the bargain price of 
£27 and you’ll get every single issue of TOTAL! 
delivered straight to your door every month for 
a whole year before your newsagent has even 
got a whiff of it. Plus you get a gorgeous free 
newsletter from Thicky Dyer. Not bad! 

So, how do I subscribe then7 

1. Fill in the super duper FREEPOST) and send it to: 

simple cut-out form TOTAL! Subscriptions, Future 

opposite in block capitals. Publishing, FREEPOST, 


2. Enclose a cheque for the 
piffling little amount of £27, 
or let us have your 
Visa/Access details. Or else. 

3. Bung the form and cheque 
into an envelope (no need to 
put a stamp on it - it's 


FREEPOST) and send it to: 
TOTAL! Subscriptions, Future 
Publishing, FREEPOST, 
Somerton TA11 7BR. 

4. Your copy of TOTAL! will 
arrive, wrapped in an exotic 
silver bag and accompanied 
by the latest issue of the 
utterly exclusive and rather 
special Andy 'Thicky' Dyer's 
Subs Club newsletter. 


Any problems contact: TOTAL! Subscriptions, Future Publishing, 
Somerton TA11 7BR. Tel: (01225) 822511 


Missed a copy of TOTAL!? Order the blighter 
from back issues and complete your collec¬ 
tion! A snip at only £5.99. 

£3 each! Any 2 for £5! 
Any 3 for £7! 


TOT16: Starwing 
review, Probo tactix 
TOT17: Lost Vikings 
review, Mario 2 guide 
TOT18: Alien 3 review, 
Mario World solution 
TOT19: Mortal Kombat 
review, Mario movie 
TOT20: Asterix review, 
Star Wars solution 
TOT21: Mario All Stars 
review, MK guide 
TOT22: Zombies review. 
Mega Man 3 tips 
TOT23: New look, 
Zelda IV review 


TOT24: Cool Spot 
review, SMB2 solution 
TOT25: Aladdin review, 
Zelda Links solution 
TOT26: Wolfenstein 
review, VR feature 
TOT27: Stunt Race FX 
feature. Flashback tips 
TOT28: Wario Land and 
Jungle Book reviews, 
TOT29: Super Metroid 
review, Skyblazer tips 
TOT30: Jungle Book 
and FIFA reviews 
TOT31: SSFII and Smash 
Tennis reviews 


TOT32: Stunt Race FX 
review. Ultra 64 news 
TOT33: MKII review. 
Super Metroid solution 
TOT34: Batman review. 
Smash Tennis guide 
TOT35: Lemmings 2 and 
Micro Machines review 
TOT36: Street Racer 
review. Killer Instinct 
TOT37: Cannon Fodder 
review, Cruis'n USA 
TOT38: Stargate 
review, DKC guide 
TOT39: Unirally review. 
Cannon Fodder guide 


Address 


Postcode 


□ £27 (UK) □ Europe £44.95 (airmail) 

□ Rest of the world £59.95 (airmail) 

□ Cheque (to Future Publishing Ltd); or 
Visa/Access • Expiry date 

□□□□ □□□□ □□□□□□□□ 

Signed . 

Date . 

□ Tick here if you don't want mail sent to you 
from other companies 

Send this form (don't forget the cheque 
- if that's how you're paying) to: 

TOTAL! Subscriptions, Future Publishing Ltd, 

FREEPOST, Somerton TA11 7BR 

*You don't need a stamp if posting in UK 

EC customers registered for VAT, please quote your registration number 


Rush me the following issues of TOTAL! 


(put in code number of the issue or issues 
you want): 

Please send me TOTAL! binder(s) at a mind- 
bogglingly cheap £5.99 each 

£3 per back issue. Special offer! Any two for 
£5; any three for £7! 

I enclose £. 

(make cheque payable to Future Publishing Ltd) 

Name . 1 . 

Address . 


Postcode . 

Back Issues, 

Future Publishing, 
Somerton TA11 7BR. 
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Edge has the first concrete details 
of the 64bit machine that could 
slaughter Nintendo’s opposition 


Magazine 
of the year 


Industry awards 


Issue twenty on sale 23 March 
at selected newsagents 










■i It's good to see 

TACTIX a few tips ^-- 

■— . coming in f 

for the good old NES. Send / 
in more please. Come on, / (k 
the 8-bit isn't quite dead [ 

yet. Anyway, to kick off the 1 " > 

revival Jamie Mole from \ 

Brighton sent us these very 

useful level codes for the y 

classic, but not exactly brilliant, 

Captain Planet. 

Level 1-2 - 763754 Level 2-1 - 955783 

Level 2-2 - 637511 Level 3-1 - 148574 

Level 3-2 - 786565 Level 4-1 - 920272 

Level 4-2 - 799274 Level 5-1 - 344551 


DOWN, LEFT AND 
SELECT. To get double 

) the time to perform 
fatalities: UP, UP, 

LEFT, UP, DOWN AND 
SELECT. Dale reckons 
that after these tips 
all but a complete 
game spaz will be able 
to complete the game. 


The following thr6e pages 
contain hot Nintendo 
secrets from some of the 
best gamers in the 
country. Want to join the 
TOTAL! Hall of Fame? 
Okay then. Simply send 
your best tips, cheats, 
and codes to: TOTAL! 
Tactix, TOTAL!, 30 
Monmouth Street, Bath, 
Avon BA1 2BW. If you 
want to get 
the best out 
of your 
games, 

READ ON! 


““““H On the password screen 
type in 1111 and you 
will start the game with 
six bombs each with 
maximum range, 

TACTIX detonator bombs and a 
power glove. Every time 
you die you will lose these power-ups but 

when you use a continue _ 

they'll magically re-appear. 

Thanks to Darren Aldous ^ 

from Norwich for that S 

gem of a cheat. 
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MORTAL V 
KOMBAT II V_V 

Dale Riley from Alfreton has 
discovered three top cheats for this SNES gore 
fest. On the character select screen press the 
following combinations as quickly as possible: 
For an uppercut that will as good as win the 
fight: DOWN, UP, RIGHT, UP, LEFT 
^ AND SELECT. To get 29 

continues: LEFT, UP, RIGHT, 


WOLFENSTEIN 3D 

James Macarthur from Stornoway kindly 
supplied us with the following codes for this 
3D shoot-'em-up. Cheers James. 


Level 1-2 TRKKHB 
Level 2-1 VVTLU 
Level 2-3 RTTUL 
Level 3-1 STTLHT 
Level 3-3 PTKLQN 
Level 3-5 QTTLDM 
Level 4-2 MNHQMR 
Level 4-4 NNHLSQ 
Level 5-1 KNTLMR 
Level 5-3 LNJFTM 
Level 5-5 HNHLMR 
Level 6-1 JNKLQN 
Level 6-3 DNKLRM 
Level 6-5 FNKLSQ 


Level 1-3 VHKKJF 
Level 2-2 RLKLHH 
Level 2-4 SKKLHT 
Level 3-2 PKKLQN 
Level 3-4 QCTLSQ 
Level 4-1 MCTLTP 
Level 4-3 NCJLRP 
Level 4-5 KCTLMR 
Level 5-2 LCBQQS 
Level 5-4 HCJLNV 
Level 5-6 JCKLQN 
Level 6-2 DCKLRM 
Level 6-4 FCKLSQ 
Level 6-6 BCKLTP 
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OF THE 


TACTIX 


TACTIX 


The following cheat 

allows you to begin this top blaster on World 
3 with 25 lives, £49,114 and all the goodies 
you'll ever need. Go to the 
options screen and choose ^ 

Player One versus CPU. f ^ 

Now fill the password 

section with T's and tm 

press End. Thanks to I 4 ^ y 

top tipster David \ 

Coleman from Linton yw ^ V ~ a 
for that one. V ^ 


Fear not, you'll never need to use the force 
ever again thanks to lain Randall from Little 
Neston who sent in the following codes: 

Desert. RLGQMN 

Dance Hall. ZJLMRS y 

Palace. LZLKJF / 

Rancor Pit. VTYMZX / 

Outside Sailing Barge. QZNFPP I 

Inside Sailing Barge. VKCDFD V 

Endor Speeder Bikes . ZCTKFC \ 

Ewok Village A. QYXYHB 

Ewok Village B. LFWLTQ 

Endor Forrest. QDQGKH 

Falcon 1 . CPMRZV 

■s. Field Generator. CDWLTY 

Inside Death Star . BPFFZQ 

\ Falcon 2 . RMNVLC 

1 Tower 1. RVKFKG 

* I Tower 2 VQXDQJ 

/ Throne Room. HLQMVL 

J Tunnel 1. VQJGWF 

Tunnel 2. ZZSTXZ 


rrs 


TACTIX 


ED 


TACTIX 


MUTANT 

NINJA 


1 rends, eh? One minute they're 
the hottest dudes around and the 
next they're replaced by five 
teenagers in lycra pants. Still, at 
least the turtles games were half 
decent whereas the Power Rangers 
effort was a travesty of programming. 

Anyway, on with the cheat. _ 

At any time during the 
game, press pause and 
then UP, DOWN, LEFT, 

RIGHT, A and B for 
more energy. Many 
thanks Paul Stone 
from out of Bolton. 


ADDAMS 
FAMILY 

TACTIX | Peter Harkin and 
.. ' J Hayley Greagsby 
from Longfield 
** 1 tried the Super 
1 Bomberman 2 
->-^1 cheat on Addams 
^ V 1 Family and it 

I worked! As 
1 before, enter the 
j password 1111 
- 1-1 on the option 

screen. When you start the 
game your life box will read 0. Lose 
a life and you should now have — 

99 lives. Phwoar! Not bad! s ^ 


Yes this is an old tip but it's 
still a goodie. For 30 lives 
pause the game and S 
press: UP, UP, DOWN, / 
DOWN, LEFT, RIGHT, / 
LEFT, RIGHT, A, B, B, [ 

A and START. A big V 
sloppy kiss to Sonia 
Barve from London for > 
that little beauty. 


TACTIX 


BLACKHAWK 

Martin Sousby from Hebburn wanted a prize 
for supplying us with these level codes. Don’t 
be stupid Martin, isn't seeing your name in 
print reward enough? Too right it is! Anyway, 
here are the codes: 


Level 02 - FBWC 
Level 04 - WJTV 
Level 06 - XJSN 
Level 08 - TJIF 
Level 10- BMHS 
Level 12-HCKD 
Level 14- J6BZ 
Level 16-K3CH 


Level 03 - QPZR 
Level 05 - RRYB 
Level 07 - CGDM 
Level 09 - GSG3 
Level 11 - Y4DJ 
Level 13- NRLF 
Level 15- MJXG 


Get a key from one castle 
and use it in another to 
get everlasting 
TACTIX keys. Not a r ~ 

11 bad tip at all. I 

Simple and easy to type. More 
like that please. Oh, and a big i 
slap on the back to Trisha Yates L 1 

from London. Cheers Trish! i 


































































ACTION REPLAY CODES 

We do our best to collect the most useful 
and up-to-date codes around. If the codes 
you need to get the best from your game 
aren't here, try calling the Nintendo 
hotlines. They are open until 5.30pm. 
Advice about Super NES on (01782) 
745990, Game Boy on (01782) 745991 and 
NES on (01782) 745992. 


STREET RACER 
9NDI 7E16F101 - Infinite turbo 
T 1 (player one) 

7E16F305 - Infinite turbo (player two) 
7E16F509 - Infinite turbo (player three) 
7E16F70D - Infinite turbo (player four) 

JURASSIC PARK 2 
aNtj 7EA9BOC6 - Infinite uzi 
(player one) 

7EA9C0C7 - Infinite uzi (player two) 
7EA9B20C - Infinite shot (player one) 
7EA9C20D - Infinite shot (player two) 
7EA9B6BF - Infinite dart (player one) 
7EA9C6B0 - Infinite dart (player two) 


7EA9B80B - Infinite gas (player one) 


7EA9C80C - Infinite gas (player two) 
7EB03228 - Unlimited energy (player one) 
7EB09728 - Unlimited energy (player two) 


EARTHWORM JIM 
7E516233 - Infinite lives 
7E662334 - Infinite normal gun 


"UECl RISE OF THE ROBOTS 
MME9 7E063948 - Unlimited time 
™ CTIX 7E0F4A45 - Unlimited energy for 
player one 

7E109845 - Unlimited energy for 
player two 

7E10300X - Use with code below for level 
select. Replace X with 0-6 
7E11760X- Use with above code 


^,^> 1 SPARKSTER 

jND 00FFAD00 - Allows you to play the 
™ CT,X European version on 

Japanese and 
US machines 

7E06910E - Unlimited energy 
7E016809 - Unlimited lives 
7E016A63 - Extra life for each gem 
collected 

7E06A8FF - Full power meter 
7E072100 - Only one hit needed to kill the 
first boss on level one 

7E07B100 - Only one hit needed to kill the 
second boss on Level 1 


7E0C6100 - Only one hit needed to kill the 
boss on Level 2 

MONSTER MAX 

010X20D1 - Max will always have the 
Good Star for invincibility. 
Replace X with 1-5. 

010121D1 - Max will always be invincible 
010422D1 - Unlimited lives 
010F23D1 - Max will always move at twice 
the speed 

010F24D1 - Max will always have the 
Magic Ring 

010F25D1 - Max will always be able to 
jump higher/further 

I UNIVERSAL SOLDIER 

010548C1 - Infinite lives 
080656C3 - Infinite energy 
0C084BC1 - Infinite time 
0A0125C1 - Always have the laser gun 
0A0225C1 - Always have the laser cannon 

SPIDERMAN 2 

0829E2D0 - Unlimited web supply 


DR FRANKEN 

08D12BC8 - Infinite energy 

SUPER HUNCHBACK 

080CC7C0 - Infinite time 
080CC8C3 - Infinite time (no time bonus) 



IBM PC • 3DO -SUPER NES • MEGA DRIVE • 
CD32 • GAMEBOY • AMKA • SATURN- 
• MEGA CD • ATARI ST • GAMEGEAR • 


DiPL-D-TiP 


• CDi • NEO GEO • ATARI JAGUAR • LYNX- 
• BLX • PC ENGINE • MASTER SYSTEM • NES 
SPECTRUM • COMMODORE 64 • 


NEW! SUPER NINTENDO GAMESLINE ... SNES 0891 445 913 

NEW! Mega Gamesline ... Megadrive, Mega CD 0891 445 787 

NEW! Sega Spot ...Cheats, BLX, Mega CD, Mega, Master 0891 445 933 
NEW! HANDHELD HOTLINE ...Gameboy, GameGear, Lynx 0891 445 990 
NEW! CONSOLE CHEATLINE...If it eats carts it lives here 0891 445 991 
NEW! AMIGA GAMESLINE featuring CD32 0891 445 786 


DONKEY KONG COUNTRY 

SONIC N' KNUCKLES ... GAMERS GUIDES 

SONIC 1, 2 & 3 

EARTHWORM JIM 

LION KING 

MORTAL KOMBAT 1 & 2 


0891 445 928 
0891 445 94f> 
0891 445 941 
0891 445 985 
0891 445 951 
0891 445 987 


STREET FIGHTER 2 (WORLD WARRIOR, SUPER, TURBO, SCE) 0891 445 940 
THE STRIKE LINE, DESERT, JUNKIE, URBAN 0891 445 953 

CHAOS ENGINE 0891 445 936 




ARE YOU STUCK 
IN A GAME? 

WHO YA GONNA CALL? 

□SDBS2 

BlSSIS 

QUESTIONS N' ANSWER SERVICE 

0891 445 977 


Hints NT Tips N' Cheats N' Pokes 

yes 


0891 101 234 

If you missed last week's message - Call 
0891 101 235 


GUIDING LIGHT COMPUTER SERVICES LTD. 


If you are under 18 please ask permission lo call. Maximum call charge at peak rate £3 68 
Calls cost 39p per min cheap rate. 49p per min at all other times. 










































































































































BOVIS HOUSE, VICTORIA ROAD, HARTLEPOOL, CLEVELAND TS26 

8DB 

TEL 0429ttM&^FAX 0429 274660 



DUE EARLY MARCH 


£20 OFF THIS GAME WHEN YOU BUY A SEGA SATURN 


DUE SOON FOR THE SATURN - PLEASE CALL! 
Shinobi EX, Panzer Dragoon, Van Battle, Cyberace, 
Bugl, Magical Knight, Rayearth, Virtua Racing 

PLEASE CALL FOR NEW SONY PLAYSTATION TITLES 


SONY PLAYSTATION 

YOU KNOwWHERETO COME 



| WE ALSO SUPPORT tHTWUOWING SYSTEMS 
MEGADRIVE. 32X. MEGA CD. SUPER NES/MfillCOM, NEO GEO CART 
AND CD, 3DO, FM TOWNS MARTY. PIONEER LASERACTIVE. PC ENGINE * 
TURBOGRAFX FAMILY, ARCADE PCS, SHARP X68000, NEC PC 9801 ft 
NEW NEC FX TITLES AVAILABLE TO ORDER 




ONE Or THE BEST SHOOT 

’EM UPS OF ALL TiiviE!’ 


TOTAL - DEC ’94 


T KONSOLS 

TEL/FAX: 01847 896949 or 01847 66949 

M PRINCESS STREET, THURSO, CAITHNESS KW14 7BQ 


© Please cal for latest same releases on Playstation & Sega Saturn 


MANGA VIDEOS NOW STOCKED NEW 6 SECONDHAND 
PHONE FOR LATEST PRICES 


• SNES • MEGADRIVE • NEO GEO • HANDHELDS 
• 8 BIT MACHINES • PC ENGINE • MEGA CD • CDS • 


We art the latest stockist of secondhand games in Britain. At present, we hare the following amount of games In 
stock: Over 200 Megadrive, over 200 SNES, over 50 Neo-Geo. To find out what titles we have in stock, please phone. 
Once you have chosen your game - we’ll reserve it for you then all you have to do, is send us your unwanted game 
and we’ll dispatch your reserved game immediately by 1st class recorded delivery - it couldn't be easier! 


Please feel free to phone & ask about any same of any system. 


We Play Them All!! 


JAGUAR A 3DO S NOW IN STOCK. CALL FOR PRICE 


NEW SNES RELEASES 

•earthworm JIM street racer final FANTASY 3 
THE ILLUSION OF GALA DEMONS CREST SAMURAI 
SHOWDOWN DONKEY KONG COUNTRY- 


NEW NEO-CEO RELEASES 

IQNG OF FIGHTERS *4 AERO FIGHTERS 2 
SAMURAI SHOWDOWN 2 STREET HOOP- 


NEO GEO CD NOW IN STOCK 
C395'00 INCLUDES 2 JOYPADS AND ART OF FIGHTING* 
TURBO EXPRESS HANDHELD + SFII + JAP GAME ADAPTOR 

WAS £249 00 NOW ONLY £149 00 

SPECIAL OFFER ALL AT £95! 

GOMOLA SPEED, FINAL SOLDIERS, SFII, GRADIUS, SALMANDER, BOMBERMAN 94, 
FORMATION SOCCER 94 + MANY MORE TITLES AVAILABLE 


C«Mt*r»**? 

1» CD 


PRICES ARE CONSTANTLY CHANGING ft NEW 
TITLES ARRIVE DAILY • PLEASE PHONE 


OPEN MONDAY TO SATURDAY 


10AM TO 6PM 



SHOOT ’EM UP ADDICTS . M 
W WILL LOVE IT.” ^4 

GAMER - DEC ’94 



DroftTOflt © 1984 and 1985 ArclwrMaclean SMf S vartior Copyright O Evrocoro Development* Ltd and Archer Mae'tan 1995 

























RANKED 


from 

DUBLIN 

1 R E L A N D 

AGE 23 
weight I60ibj 

R E c o R D 

18-10 


banked 


from 

MILAN. 

ITALY 

age 27 

WEIGHT 370lb* 

record 

17-9 


H e's Irish, but you won't find any promo¬ 
tion of racial disharmony within these 
pages. It's an interesting bout, this, as Ryan 
gets tougher as the fight wears on. 
Concentrate on head punches for the most 
part - being an early fighter in this divi¬ 
sion, he's susceptible to the simple 

doge/punch routine. He'll try to _ 

grab you after you've dealt a 
KO blow - stop it using a 

body shot - or go for an A - 

easily blocked high/low H- y 

repeat combo. J . 

Let’s ease into this month’s 

tips instalment gently. This is a 

shot of a KO punch having just ft 

landed. Straightforward enough. 


Aran’s fairly predictable, 
but he’ll still pummel 
your flesh given the 
\ chance. 


U se head punches, mostly from the 
left glove, to wear down this 
Chipperf ield reject. He's a huge, durable 
fighter, so don't be alarmed if this fight 
wears on. Watch for his jiggle; it's an 
indicator that he's about to try a grab 
(like Bear Hugger). His other special 
attack comes in the form of his juggling 
balls (no laughing at the back). They 
aren't too tricky to dodge; just concen¬ 
trate on spotting their direction early 
and move left, right or stand your 

ground. He'll follow this with 
v a bouncing attack that 

/|\ must be ducked. 


Simply 


bide your time when Clown starts 
juggling, and wait for him to throw 


...his balls at you, so to speak. 
After he’s finished he’ll go for an 
easily dodged jumping attack. 








































RANKED 


from 

OSAKA 

JAPAN 

age 19 

WEIGHT I20lbj 

R E C o R D 

14-8 


RANKED 

CHAW 5 

from 

LOS 


age 

WEIGHT 


TOTAL! wraps its delicate hands with bandaging once more to 
bring you the second and final instalment of its guide to Super 
Punch Out!!. You might want to bring some protective headgear 
with you this month, and possibly something to protect the family 
jewels - things are about to get a lot harder... 


Y ou'll need to use quick punches to 

dispatch this hairy feller economically - 
the left head punch is the fastest. Like 
Dragon Chan, he uses a mystical form of 
attack; simply crash his body as soon as he 
sets up for it to stop him. His hair swing can 
be dodged to the left at first, then ducked 
under upon its second swing. Easy, really. 


Let s face it: any 
bloke with 
lipstick on and 
long grey hair is 
bound to take a 
pasting every so 
often. Society, eh? 


He’s got his hairdo 
out again. Who 
does he think he is? 
Even Johnny’s hair 
is less lively. 


Heike’s hair swing can be spotted a mile off • 
prepare yourself to duck twice in succession. 


B limey. Things are starting to get hairy 
now. Macho uses just about every tech¬ 
nique you've seen so far, and his corner will 
announce his routines before he 
lets fly. Attack A requires a 
Stand 


Macho Man is quick - you’ll have 
to watch him when he stands off. 


simple high block; B 
your ground, but keep watching 
him; C - a triple uppercut that's 
easily dodged. Also watch for his 
spinning attack, which follows 
his fist rolling. Keep at it - he's 
tough - then it's on to the hith¬ 
erto unmentioned Special 
Championship. 


It’s difficult to see 
how Super 
Macho Man r 
got to be the h 
World Champ r~ 
when his r“ 
moves are 
telegraphed to 1 
such a stupid 
degree. Cuh! 


That’s it. All over. Job done. He’s out for the count. Now 
turn the page for a helping hand with the Special option. 



























banked 


from 

LONDON 

ENGLAND 

age 20 

WEIGHT 150lb* 

record 




Being a bit of a V' 

poser, Prince is # /' JyjJ 

even more satisfying , jJFlfll f 

to beat. The utter git. >JT, 

dodges. Occasionally he'll 
go for a big swinging head punch, and 
that's the only sensible time to plant him 
on the jaw. And that's about it. 


T his is actually an antidimactic first 
fight in the top division. Prince will 
evade most head punches that come his 
way with ease, so concentrate on his 
body, obviously coupling your shots with 


He’ll block more head shots than body so, yes, 
you guessed it, concentrate on his puny little gut. 


Prince backs off and groans ‘Ugh!’ before coming in 
and letting you have it. Watch for his silly expression 


jimeO 2 1 "8/i 


N intendo must have been running out of 
memory when it came to the last two 
fighters; these guys are very similar in look 
and fighting style. They both have incred¬ 
ibly high endurance levels, so be patient 
with them and look to unleash a KO blow as 
often as possible. Alternating high/low 
punches mixed up with dodges 

■ works well with these characters. 

Nick's special attack is a three punch 
combo, which can be dodged easily 

i o the left. Rick goes for a jumping 
>unch, again easily dodged. Both 
:haracters use 
elbow blows; 

get on the end ~~ 

of one and a _^ _ 

dead arm is the - 

consequence, * ^ 

so look for the - * * * 

early warning I ' 

signs and ^ f 

counter. That's » 

it. Go get 'em 

champ! ^ —- 

When hit with a succession of 
blows, Rick recoils more than most 
characters. Timing your follow-up 
punches is therefore tricky to start 
with. No one said it would be easy. 


Ouch! Ouch! Ouch! 
Apart from his usual 
\ holding elbow 
\ blows, both guys 
\ sometimes go 
\ for a jumping 
\ attack to the 
I arms, like so. 


</>w 





















TIMC 


W ith his stick, this dapper denizen of 

the ring may look at a slight disadvan 
tage, but he calls upon all manner of attack 
methods. He'll avoid yer typical punch 
exchangement and rely instead 
on special moves. Like Piston 
Hurricane, he uses high/low 
combos; sometimes three 
up/three down/three up; 
and sometimes six up/six w Ut 

down. His stick comes > * Jjp- 

into play with three / 

strikes to the head 
followed by a body blow, 
and he'll try aerial attacks - V 
dodge them as you would 
Dragon Chan's flying kicks. 


Despite his obvious L _ 

accumulation of | _ 

years, Hoy has no I 
problem high \ 
kicking and he’ll \ 
\ use them 

^ \ often. 


Most players dodge to the left 
in Super Punch Out!. 1 . Hoy is 
one character where just left 
dodges simply won't suffice. 


His array of attacks 
are all frustrating 
at first - because 
B of his stick, his 
style is unlike 
any other 
y fighter. Watch 
and listen and 
^ you'll be able to 
dodge even low blows. 


Forgive 


me for mentioning it old chap, but 
that’s hardly Queensbury Rules, is it ? 1 



If either fighter lands 
that elbow attack, your 
respective arm will be 
paralysed for a time, 
(indicated by your red 
- not green - glove.) 


Hands up if you remembered to put your 
deodorant on this morning. Yes, thank you 
Rick. Hands down now. And you might 
consider changing your brand, too. 


HUflOS 28 I 20 


timeO * 34 ”Q 


P i These brothers both have quite 

I phenomenal punching power and could 
conceivably knock you down with only 
three or four punches. Duck! Weave! Run away! 


You know that Nick is evil because he has green 
eyes - the same colour as witches and that. Go 
and look in the mirror. Not green? Phew, eh? 







MEET YOUR BUTTONS 

ROLUFLIP CLOCKWISE 


The most important thing in 
Unirally is speed and the only way 
to pick up a decent speed is to pull 
off stunts. 

Z-FLIP / 


ROLUFLIP 

ANTI-CLOCKWISE 


TWIST 


CHARGE/ 

BRAKE 


One-wheeled cycles racing around on brightly coloured 
tubes, doing backflips, twists and Z-flips? Without riders? 
Well, why not? This is the sort of thing that Atko dreams 
about so follow our own pineapple-headed player’s guide to 
the first four sets of tracks. 


GENERAL UNICYCLING TIPS 


TRACK READING 

The colours on the track aren't there for fun, you know. 
To succeed in this game, where hazards zoom up at such 
a speed, you need to know your Uni Highway Code. 


Green means go. You are safe to 
jump, twist or Z-flip to your 
heart's content. 

Orange means caution and it also 
means goo. 

Red means don't jump - there's 
something tricky coming up. 

Yellow generally means get ready 
to jump when the blue and yellow 
stripes turn solid yellow. 
Chequered means that you're near 
the end. 

Arrows just shove you about. You 
cannot argue with them, so it's not 
worth trying. 


CRAWLER 


id». m 

j 

■ 





“ 1. DRAGSTER 

It doesn't really get any simpler than this completely flat, 
hazard-free track. It's only really here to get you into the 
jump-roll-swing of things. Keep R pressed and hit jump. 
Remember, though, if you keep jump pressed down for 
less time you do a quicker, lower jump which allows you 
to get a lot more single rolls in. If you can't win this lap 
race by a comfortable two-second margin you might as 
well pack it in now and get back to your noughts and 
crosses, you sad person you. 


I kvi ■ j ^ r • wii ^; \ 






















2. ZOOM ZOO 

This is a taste of things to come. After the 
first slope there's a ski jump and, if you 
don't shoot over it, a red one that follows. 
Red always means caution so the arrows 
that chuck you back the other way should 
come as no surprise. After that there are 
three big rollovers where you can get a 
quick flip in. With any big jump get some 
twists in, eh? 

3. BOWL 

Aah, bless. Your very first stunt track. One 
of the main things to remember is that if 
you press the jump button while rolling you 
actually move in the air, so you could end 
up landing in the middle of the bowl and 
lose all your momentum. Since this is a 
timed event, you don't wanna do that. 




4. SWITCHER 


Yet another first encounter, this time with purple goo 
which stops you in your tracks and robs you of 
precious momentum. When you see the orange track 
jump, get some moves in. This particular track has two 
levels and the upper one offers less goo. To stay on the 
top track look out for some yellow striped track and 
jump when it changes to solid yellow. 



5. MONSTER 

Start off with a couple of rolls, by all means, but once you get into 
the curves don't be tempted to jump until you've been through four 
of the big downward curves. If you do jump and land on the furry 
looking white stuff you'll be sent back to the start of the curve 
losing time and momentum. Once you've been round and you come 
across the yellow track, before the start, you can get five easy, 
speed-increasing rolls together. 




1. LOOPER 

As a general rule, if you're going down a slope and you end up in 
the air get at least a double roll with some full twists in and 
remember that if, as is generally the case, you land on a slope 
you should land virtually horizontally. Looper starts off with this 
jump. After that get ready to go back with some arrows. Every 
time a slope ends flatly on Looper, there are some arrows. Other 
than that be ready for two big loops after some red arrows. 

These can be tricky but if you follow the direction as you go 
around the loop you'll be alright. 


2. MEGA JUMP 

Guess what? The main thing about this level is a huge jump. Before 
that, though, start with four rolls before ending up in the air 
above some arrows. Whenever this happens, get a roll in and then 
it's up the slope for the jump. Once in the air; twist, roll and flip 
for all you're worth. You get a fair amount of time but get ready 
to land, again, horizontally. Next, start rolling as soon as you see 
the yellow track, ready for the next lap. 













































3. JUMPS 

This is another stunt track, but instead of a half pipe you 
get some big humps. Just go back and forth doing your 
stuff and you should get through easily enough. 


4. FLAT RUN 

The odd thing about flat 
run is that it's not at all 
flat. It starts off flat 
enough (you should be 
able to get four rolls in) 
but then it changes. After 
a sharp slope to the right 
get ready for a flat bit of 
red track that goes into an 
arrow cut back - a huge 
red and purple loop - 
which you should follow 
with your joypad; and 
when going left, slow 
down for a yellow drop 
off to a double arrow 
cutback. After all that it's 
relatively plain sailing. 




5. INFINITY 


Infinity is so-called because if you 
could see the complete track it would 
look like the infinity sign. The only 
time you have for stunts is one roll 
when you hit the bottom deck going 
either way. Roll over when you go 
over the top and you'll be fine. On 
bronze you should be winning by at 
least three clear seconds. 


WALKER 




1. DRAG RACE 

Drag race starts off with a long straight stretch 
followed by a hill jump before a downward slope, 
which should mean at least a triple roll with twists. 
Following that there are two roll overs so when you 
find yourself going right again you should watch out 
for an orange warning of goo on the track. Next up is 
a gap in the upper track. Wait for the yellow track to 
turn solid and then jump to get to a series of 
boosting arrows. 



2. PING PONG 


The main features on Ping Pong are two huge roll overs, each preceded 
by red arrows. The first is followed by a double arrow cutback, while the 
second just banks round to track. These roll backs can be tricky, but your 
best bet is to follow the cycles direction on the joypad. If you can't 
manage this then let the D-pad go on approach and you'll fall through. 


3. HILL CLIMB 

Walker's obligatory stunt track is based around a 
series of air inducing hills. Just keep going to the 
right and try to get combined rolls and Z-flips for the 
big points. If you press your jump button down while 
rolling you can control your movement in the air. 
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4. HYBRID 

This is like a racing continua¬ 
tion of Hill Climb where you'll 
inevitably find yourself in a lot 
of air. A red track means an 
upcoming hill so get ready to 
get at least rolls or twists here. 
To deal with a series of hills like 
this, practice your Z-flips and 
remember that the better the 
stunts you perform on each hill 
the more air you'll get on the 
next one. 



5. SHORT CUT 

The short cut comes about half way around the 
course and is the chance to miss a double arrow 
cutback. When travelling right you'll jump from a 
big hill and you should land on the brow, or 
beyond, a second one. Either way keep an eye out 
for yellow striped track and jump when it goes 
turns to save yourself precious time. 


1. WARIO PAINT 

The main thing to look out for on 
Wario Paint is a plinth-type arrange¬ 
ment. The sides go straight up so 
you need to roll forward while 
pressing jump to get over. Before 
this there's a group of terraces. 

Jump on the first one to get some 
good moves in and bypass an awful 
lot of crappy bouncing. Oh, and 
watch out for goo when you go right 
after the roll over. 

3. DOWNER 

Downer is one of the most fun stunt 
tracks consisting of nothing but 
lovely ski-jumps on steeply, 
descending slopes. This is the chance 
to go really mad. Hit all the buttons 
and flip all over the place to your 
heart's content. 



2. CROCK 

The second ski jump 
sends you straight into a 
huge wall, but as long as 
you roll over before you 
hit the ground you're 
laughing. After that 
there's a big hill so take 
the chance to get some 
serious twisting in. 

Apart from that there 
are a couple of places 
where you get launched 
through some arrows 
and land back on them. 
Remember to roll and if 
you're not sure which 
way the arrows are 
going just let them 
shoot you out and work 
it out then. 


4. EAST 


Apart from a group of red platforms 
which you bounce between about half 
way round this is a fairly uneventful 
course. Look out for a yellow jump to 
miss some arrows, though. 





5. HAIRPIN 

Unlike East, Hairpin packs an awful lot of incident into a small circuit. There's nothing 
too tricky here as long as you keep your head, though. Don't jump when your on red, 
watch out for goo and get a roll in when you're launched into the air. 



Well, those were the easy tracks. 
That's why your opponents were 
called Crawler, Shuffler and the 
like. You'll have noticed that, 
having followed 
this player's 
guide, you have 
two new foes. 

Next month I'll 
be taking you 
through their 
tracks and on 
to the much 
more difficult 
gold tracks. See 
you then. 
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I’m a reader and I want to say. 


(Don't worry, dear readers - we won't 
print your address - unless you're 
placing an ad for pen pals.) 


Name 


Tick if you're a subscriber □ 
Tick if you want a boxed ad 
Write your message in here 

Remember to use BLOCK CAPITALS 


Address . 


Postcode. 


Parental signature 

(Get your parent to sign if you're under 16) 


Classification 


Send your ad to: Reader Ads, TOTAL!, Future Publishing, 30 Monmouth Street, Bath 
BA1 2BW. You can pay by cheque or Postal Order, made payable to Future Publishing 
- please do not send cash! Don't forget to say which classification you want your ad 
to appear in (Sales, Wanted, Swaps, Fanzines, Pen Pals and Messages) No trade ads. 


ds. 




# For sale: SNES, three control 
pads, seven good games, including 
Mario All Stars and Earthworm Jim. 
£T99ono. 

Uk (01995) 602696 

# Issues 1-37 for sale - £50. No 
offers. All must go together. Phone 
after 5pm. 

T#t! (0t61) 969 1485 

Game Boy-gam^s for sale all with 


I 


• SNES games for sale! SFII Turbo- 
£30, Super Bomberman - £28, 
Smash TV. - £12, Tiny Toons - £18, 
DK Country - £40, TOTAL! issues 
10-20-£30. 

Jmk (01457) 765112 

• Casio colour pocket TV with 
antenna for £55 ono. Sega Mega 
Drive and Sonic 1 and 2 - £50 ono. 
T*l: (91553) 7657U 

For sale: TOTAL! issues 1-14 
(excluding 6), 19 and 22. Nintendo 
Mag System issue 1 plus sundry 
other Nintendo mags etc. £50 ono. 
May split. 

T«li <bl423) 064196 after 6pm. 


• I will swap SFII Turbo (boxed with 
booklet) and Starwing (boxed, no 
booklet) SNES for any good game 
scoring over 85%. 

Tel: (01494) 673865 

• 1 will swap two good conditioned 
games: Total Carnage and Super 
Strike Gunner (SNES) boxed, for Sim 
City (SNES). Ask for Jonathan. 

Tel: (01235) 530382 

• i'll swap Zelda 3 or Zombies for 
Asterix (SNES) UK or Jap. Call and 
ask for Ben. Call after 4pm. 

Tel: (01792) 579218 

• For NES. Mario 2 and 3, Xevious 1 
US, Turtles 7, RoboCop (without 
box) or instructions for £15 each. 
Tel: (0181) 464 1738 


• l would like to swap Flintstones, 
Super R-Type (without box). Secret 
Of Mana for NBA Jam, Mortal 
Kombat II or Super Metroid for 
Super NES. 

Tel: (0181) 464 1738 


• I desperately need a box for 
Mario All Stars. Must be in VGC. I 
will pay up to £5. 

Tab (01962) 885708 ; 

# l want S Mario All Stars, must 
have box and instructions, to swap 
with my Street Fighter II. Cat! Rob. 
Tel: (01289) 302043 

• Wanted: Legend Of The Mystical 
Ninja for the SNES. Must be boxed 
with instructions. 

Te«:i (01733) 211366 

# Wanted: Vegas States for Super 
NES. Please call after 4pm and ask 
for Mark. 

Tel: (61384) 37ljtf9 - y 

# 3D0 console and games wanted 
Tel: (0151) 707 2485 

• Urgent - NBA Jam for SNES. Will 
pay up to £20. In good condition, 
preferably with instructions. Ring 
after 5pm. 

T*t: (Q1J95) 568516 \ / A 


• Get the Transformers fanzine 
Continued Generation II. With 
permission from Hasbro. 

Tel: (0117) 863991 


+ Hi! I'm looking for a pen-pal, any 
age or sex. My interests are Quasar, 
Transformers, Martial Arts and 
SNES GB and NES. See ya soon! 

Tel; (0117) 894423 

• Calling all females. I would like 
to get in touch with some females 
who like listening to chart music 
and having a good time. I am 16 
years old, so a pen-pal around 
14-18 would be nice. Replies to all, 
get scribbling!!! 

Write to: Jonathon Rayner, 

44 StakicDffe Road, Dewsbury, 
WF13 4EE. V 

• Hi, Ben here. I'm looking for a 
male pen-pal aged 10-12 who likes 
Nirvana, SNES, American sports, 

Red Dwarf and has a sense of 
humour. Bye. 

Write to: Ben Proudfoot, 9 
Jubilee Road, Bungay, Suffolk 
NR351RE. V 

• Hello! I'm Stephanie, I'm 14 and 
want a reliable pen-pal of any sex, 

13 plus. I like SNES ice-skating and 
arcades. Send a photo if you like. 

Write to: Stephanie Allman 41 
Howard Road Ashmore Perk, 
Wednesf ield Wolves, West 
Midlands WV112EY. I. 

• Hi, I'm Stacey. I'm looking for M/F 
pen-pal aged 13-14.1 like SNES and 
GB, most sports and animals. Photo 
if poss. Reply to most. 

Write to: Stacey Owen, 52 
Belmont Road, Wllnecote, V? v > 
Tamworth, Staffs B77 5EH. 


Reader 

ads! 

Just £1 for 
a normal 
ad! £5 for a 
boxed ad! 
Normal ads 
are free to 
TOTAL! 
subscribers 

To place an ad, write what you 
want to say in BLOCK CAPITALS 
on the right of the coupon. 
Remember to include your 
telephone code, although there's 
no need to put your phone 
number in the text of the ad. 


• Mega Drive for sale with 
17 top games including 
Street Fighter II Turbo, FIFA 
Soccer, Ecco, Mortal Kombat, 
Streets Of Rage 1 and 2 and 
many others. Call after 
5.30pm. I also have five 
joypads SG Pro Pad and SG 
Pro Pad 2, Arcade Power 
Stick and two normal Sega 
joypads. The whole lot for 
an amazing £200. Ask if you 
want magazines. 

Write to: Nicky Spence, 
Sinegar House, Church Hill, 
Bisely GL6 7AB 


• SNES, four joypads, 
four-play adaptor, 17 top 
games including DKC, SFII 
Turbo (LE) SRFX, Street Racer 
and Micro Machines. Sell for 
£480. Call James after 6pm. 
Tel: (01344) 20929 


£ Buying? Selling? Swapping? Or Just fancy 
seeing your name in print? Well, it's all 




Game Boy for sale with eight 
games plus accessories - £10. Ask 
for Chris after 6pm. 

Tel: (0181) 6531524 

Qame Boy for sale with five 
games, plus NES with six games. 
Will sell all for £180 ono or will sell 




separai 

Tel: (0 


itely. Ask for Gavin. 

131) 447 3000 


box and instructions - Altered 
Space - £7, Kirby - £10, Jurassic 
Park - £10, Mega Man 2 - £10, 
Zelda - £15, FI Race - £7 (no 
four-player adaptor). Phone after 
5.30 any day. 

Tel: (0141) 637 4S31 
• SNES, two joypads. Super 
Probotector, SFII, Super SWIV, UN 
Squadron, Super Putty, Actraiser - 
worth over £300 new. Will sell for 
£160, other offers considered. 

Tel: (01403) 256672 


Wanted 





































CAN YOU HANDLE IT? 



C&VG - FIFA on Game Boy is a graphical 
triumph. If you're a footy fan, this is 
probably the best one on the market. 

GB Action 90% Super Gamer 85% 

FIFA equals its counterparts on the other 
formats in every department. No mean 
feat at all! 



MALIBU 

GAMES 



ESPECIALLY ADAPTED FOR SUPER GAME BOY 


KICK OFF - MARCH 24 

Developed and published by Malibu Games under license from Electronic Arts 



SPORTS 

ELECTRONIC ARTS 


Malibu Games, 4 The Parade, Epsom, Surrey KT18 5DH Telephone: 0372 745222 Fax: 0372 740380 

EA SPORTS and the EA SPORTS logo are trademarks of. and Electronic Arts is a registered trademark of Electronic Arts. 

Nintendo. Game Boy and the official seal are registered trademarks of Nintendo of America. Inc. Malibu Games is a registered trademark of T*HQ. Inc. O 1995 T-HQ. Inc. 






















iQUOf 4 IlgRCSS 


Williams should all be damned 
proud of themselves. 


1. SUPER STREET FIGHTER 


At the time of its release , ^ m 
we yelled from the £ J 

rooftops that there * ' 

would never be a J | J }• 

better beat-'em-up 
than SFII Turbo. Okay, 
we were wrong but how * \ 

were we to know that 
Capcom would bring out a 
super version with extra 
characters and better graphics. 
There's only 1% difference 
between the scores and this is 
usually around half the price of its 
super big brother so you decide. 


ISSUE2196% 


A fantastic sequel to a dreadful 
original and perhaps the biggest 
improvement any game has ever 
undergone. Ever! Some of the 
best graphics 

ever seen on ~ 

the SNES 
coupled with 

incredibly fast * 

and ultra violent —| -r 

gameplay make - ^ 

this an almost 
irresistible beat- 
'em-up. Acclaim, 


3. MORTAL KOMBAT II 


Possibly the best beat- 
'em-up in the history of 
gaming. It's completely 
stunning in every 
respect, and a real 
improvement all 
round on SFII and SFII 
Turbo. How can you possibly 
resist the sizzling gameplay, superb spri tes an d 
staggering backgrounds? Brilliant 

ISSUE 32 (JJ* 


Since we’ve all gone 
completely Killer 
Instinct bonkers this 
month, we thought it 
would be a good idea to 
take a look back at the 
best ever beat-’em-ups 
on our 

favourite ^ 


games 
machines. 
Here goes 


























We only included the 
jMflPh superior second 

^ Clayfighter outing as 

there isn't really a lot 
M to choose between the 

two of these utterly 
silly beat>'em-ups. 

Unfortunately, Blue Suede 
Goo failed to make a second 
appearance but most of the other 
ridiculous characters are there as 
well as a few new ones. Although 
I it doesn't really live up to its full 
f potential, this is definitely one of 
the better fighting games on the 
SNES to date. 


6. CLAYFIGHTER II 


Did you call me fat? This is all muscle, 
mate. Wrestling muscle. This one's got 
smart graphics and loads of characters 
but there's no way Hulk Hogan could 
have Ryu in a full-on, no holds barred 
fist fight. No way! 


Phwoar! This looks like a picture 
postcard from your favourite scum- 
filled metropolis. What a shame about 
the slow gameplay. This is challenging, 
but with no two-player mode it's not 
challenging enough. 


This is a great playing and good 
enough looking SNES arcade 
conversion, but sadly a case of too 
little, too late. Its strengths lie in the 
gameplay which is surprisingly 
enjoyable and very addictive. 
Unfortunately it's too easy to complete 
and there's little or no point in going 
back to do it again. 


9. NINJA WARRIORS 


Once the novelty of the bloodless 
graphics has worn off you'll realise 
how repetitive and limited this is. Not 
the SFII beater everyone had been 
hoping for, but still an okay fighting 
game. The digitized characters are well 


done, but without the 
clever graphics there's not 
much else. 


4. DRAGON 


Bruce Lee gets his 
second and best 
video game outing. 
Dragon is a 
massively 
entertaining 
beat-’em-up with 
loads of 

opponents and a 
surprising amount of 
variety. Great graphics, classic playability and 
highly-charged action. Perhaps a bit slow in 
terms of control response, but other 
than that we like it lots! 

ISSUE 3lC 


This was the first beat-'em-up to come close to 
SFII. It's as instinctive and has almost as much 
scope. With twelve characters, 
loads of funky 
backdrops and 
special moves 
a-plenty this is 
the perfect 
rip-off in search 
of an identity of 
its own. 


5. TURTLES TOURNAMENT 
FIGHTERS 

































1. MORTAL KOMBAT 


Out-performs anything else available on the 
hand-held. It feels in every way like a 
fully-fledged arcade experience. As if that 
weren't enough, we reckon it's one 
of the most playable Game Boy 
titles full stop. 


ISSUE 33 


Hard but fair 
gameplay. Superb looking 
arcade graphics, eight levels and 
loads of variety. An almost 

unbeatable -- .- 

hand-held r ~ 1 

scrapfest. 

It's not easy | 

but that's 1 sf 

why we love 1 w 
it to bits. IV ^- 


3. BAnLETOADS 

. 

I I f f 


issue u 90% 


4. BAnLETOADS IN RAGNAROK’S WORLD 


2. TURTLES: FALL OF THE 
FOOT CLAN 


This is a huge, well-animated beat-'em-up 
and, what's more, it's playable beyond 
belief. Each level is teeming with gangly 
looking mutants leaving you constantly 
on your guard. To top it all off, the 
sounds are well funky. A class Game Boy 
title by anyone's standards. 

ISSUE 1 (JJ| ( 


This is a smashing beat-'em-up with 
loads of sub-games that really push 
the Game Boy to its limit. Well 'ard 
and essential for any serious games 
collection. Get it now! 

5. DOUBLE DRAGON II 


ISSUE 24 88% 


Slick enough to 
keep you 

!►—T *1 amused for 

Vfc 1 quite some 

V t * J time but it 

^ won't set your 

heart a-pounding! Probably the 
best of the highly over-rated 
Double Dragon series. 


1. SUPER STREET FIGHTER 


Brilliant graphics 
and loads of 
gorgeously fun 
sub-games. 
Slime has never 

tasted so good. A seriously tough 
[game for those who are serious about 
[their beat-'em-ups. 


ISSUE 11 


2. BAnLETOADS VS 
DOUBLE DRAGON 


This is a 
beautiful 


^ game which 
is a bit 
easier than 
the original 
Battletoads. Even so, it's still one 
of the best NES titles around. 
Praise indeed! 


3. BLUE SHADOW 

Okay, so it's more of a platform 
beat-'em-up but definitely worth 
a mention. The graphics are 
stunning but it's the thoroughly 
enjoyable two-player mode that 
makes it something kinda special. 


ISSUE 24 
















JAGUAR CONSOLE + CONTROLLER 
PLUS CYBERMORPH GAME 


HE FUTURE STARTS WITH 


A MS 

~5t Nei 


SltlCA 


sE E BOTTOM 


AWESOME SOFTWARE 


Alien v Predator -jgs 1122 

NOW 

£54 

Brutal Sports Football - jgs 1532 

NOW 

£49 

Bubsy the Bobcat -jgsisbi 

NOW 

£39 

Chequered Flag -jgsi76i 

NOW 

£54 

Club Drive - jgs 1794 

NOW 

£49 

Crescent Galaxy - jgs 1052 

NOW 

£39 

Doom - Special Edition jgs 2282 

NOW 

£54 

Dragon - Bruce L«e Story • jgs 2272 

NOW 

£49 

Evolution • Dmo Dudes - jgs 2*62 

NOW 

£39 

Iron Soldier -jgs 4ou 

NOW 

£49 

Kasumi Ninja - jgs 4502 

NOW 

£54 

Raiden - jgs 6722 

NOW 

£34 

Tempest 2000 -jgs 7472 

NOW 

£49 

Wotfenstein 3D - jgs 8932 

NOW 

£49 

Zool 2 - JGS 9312 

NOW 

£39 

Syndicate -jgs 73 oi 

JAN 95 

£49 

Theme Park - jgs 7501 

JAN 95 

£49 

Cannon Fodder -jgsi 704 

FEB 95 

£44 

Charles Baddey Basketball • jgs 1741 

FEB 95 

TBC 

Creature Shock -JC02341 

FEB 95 

£39 

Demolition Man - jgs 2142 

FEB 95 

£39 

Flashback - jgs 2971 

FEB 95 

TBC 

Rayman - jgs 6891 

FEB 95 

TBC 

Rise of the Robots • jgs 6942 

FEB 95 

£49 

Sensible Soccer -jgs tou 

FEB 95 

TBC 

Troy Aikman Football - jgs 7931 

MAR ‘95 

TBC 

PowerDrtve - jgs 6521 

JUN9S 

TBC 

Battlezone 2000 -jgs 1341 

EARLY 95 

TBC 

Battlemorph -jco 1201 

EARLY 95 

TBC 

Blue Lightning -jeotssi 

EARLY 95 

TBC 

Hardball III • jgs 3941 

EARLY 95 

TBC 

Legions of the Undead ■ jgs 4941 

EARLY 95 

TBC 

Pmball Fantasies - jgs 5931 

EARLY 95 

£44 

Space Wars -jgs 703 i 

EARLY 95 

TBC 

Star Raiders 2000 - jgs 7192 

EARLY 95 

£49 

Tiny Toon Adventures • jgs 7592 

EARLY 95 

£49 


ACCESSORIES 

Composrte Monitor Cable * jga <327 £16.99 
Jaguar Controller • jga 2000 £1 9.99 

RF Switch Box me Cable - jga <e 7 i £1 6.99 
Scart Cable - jga 4200 £9.99 

CD-ROM Add-On - jag nw FES 95 £149 
FMV Module APR 95 £199 

VR Headset LATE 95 TBC 


64-B 


• SUPER CONSOLE! AHEAD OF THE PACK 

Atari's Jaguar offers more power than any other system. It is 
totally futureproof with the power of virtual reality and remote 
gameplay via modem expected during next year. 

• PLAY FROM ANY VIEW 

Chanae play perspective. View gaming areas from above, left, 
right, behind or in front. 

• ZOOM IN FOR CLOSE UP ACTION 

Jaguar allows you to zoom in on any part of a game's play area. 

• SAVE STATE OF PLAY 

Store those high score tables and game positions in special 
random access memory stored on the cartndge. 

EXPECTED DURING 95 

• LINK UP WITH CATBOX’ 

The optional extra Catbox plugs into the back of your Jaguar, 
enabling you to connect a wide variety of add-ons simul¬ 
taneously. Facilities include the ability to link up to 32 Jaguars 
together for multi-player games such as Doom and Club Drive. 

• CD-ROM FILMS & UNBELIEVABLE GAMES 

Tap the power and speed of CD-ROM with Atari's Jaguar add-on 
(expected Feb '95). Play bigger 3D games, standard audio CDs 
and films (with optional extra FMV module - expected Apr 95). 
The CD-ROM dnve also includes a virtual light system, which 
creates an interactive light show in time with CD audio output. 

• VIRTUAL REALITY’S COMING 

Watch spaceships whirl around your head, laser bolts slice past 
you, sounds of destruction fill your head as you become part of 
the game. Jaguar's virtual reality helmet is expected in 1995. 

• CONNECT WITH A WORLD-WIDE NETWORK 

In the world of Jaguar, distance means nothing. Play against 
Jaguar owners in New York, France. Greenland or even 
Australia. Plug in your optional virtual reality helmet, and do 
battle in cyberspace with players from around the world. 


THE WORLD’S 
ONLY 


CONSOLE 

• 64-bit DATA BUS 

• 5 Processors 

• 2Mb 32-BIT RAM 

• Spectacular 32-bit Graphics 

• Unique 360° Gameplay 

• 3D Game Worlds with 
No Restrictions 

• 16.7 Million Colours 

• CD Quality Stereo Sound 

• 17 Button Controller 

• Plugs Straight into a TV 

• Free Cybermorph Game 

On Cartridge - Worth £39 wc vat 


mmm> « THE SILICA 

SERVICE 

Before you decide WHEN to buy, we 
suggest you consider WHERE to buy 
and protect your investment with a purchase from 
Silica. With our unrivalled experience and expertise, 
we will provide all the extra help, advice and new 
producl information you may need both now and in the 
future. Visit one of our stores, or return this coupon 
now and begin to experience the ‘Silica Service” 

Sbci 


NOW fN 18 
BRANCHES OF 


D E B E 


2 ) 


AMS 


STORES NATIONWIDE 


• ESTABUSHED 17 YEARS: 

We have a proven track record in professional 
computer sates. 

• PART OF A £S0M A YEAR COMPANY: 

With over 300 stall - We are solid and rebate 

• EXPERIENCED STAFF: 

All fully trained in Customer Care' 

• TECHNICAL SUPPORT HELPUNE: 

FREE help and advice Irom a team of experts 

• A FULL PRODUCT RANGE: 

All of your computer requirements from 
one supplier 

• IMF PRICE MATCH: 

On a “Same product • Same price' basis 

• FREE CATALOGUES. 

• PAYMENT: 

We accept most maior credit cards cash, 
cheque or monthly terms 

IAPB 23 8% • ■fitter Quotes on reo*st.i 

• VOLUME DISCOUNTS AVAILABLE 
Business. Education and Government 

Tel: 0181-308 0888 

• MAIL ORDER: 

FREE DELIVERY in UK mainland on orders 
over £40+VAT Small administration charge 
(£2 50+VAT) on orders under £40WAT 

• 21 STORES NATIONWIDE. 

'Min* Stores carry a selected range only but products 
can be ordered in the stores wa Mall Order 


MAIL ORDER 0181-309 1111 j 

PLUS TECHNICAL AND HEAD OFFICE 

Silica. Silica House. Hatherley Road. Sidcup. Kent. DA14 40X 
PLUS BRANCHES AT: 

BRISTOL Orientals- mm St James Barton 0117-929 1021 

CARDIFF 01222 341576 

CHELMSFORD 01245 355511 

CROYDON 0181-688 4455 

GLASGOW 

Defendants— fiw: 97 ArgyteStreet 0141-221 0088 

GUILDFORD 

Debenhams-osftari Millbrook 

01483 301300 

HARROW 

Debedhams • on n#«ri. Station Road 

0181-427 4300 

HULL 

Oetahams-tteftwi Prospect Street 

01482 25151 

IPSWICH 

LONDON 

Oebenhams- rr>j Rowi Westgate Street 
Sica -52 Tottenham Court Road 

01473 221313 
0171-580 4000 

LONDON 

Debenhams • cm rwi. 334 Oxford St 

0171-580 3000 

LUTON 

Debenhams -ituRoor Amdaie Centre 

01582 21201 

MANCHESTER 

Debenhams -otRwi Market Street 

0161-832 8666 

PLYMOUTH 

ROMFORD 

-oval Parade 
Debenhams ■ on n*i. Market Place 

01752 266666 
01708 766066 

SHEFFIELD 

T heMoor 

0114-276 8611 

SHEFFIELD 

Debenhams • a fimd Meadowtiaii Ctre 

0114-256 9779 

SIOCUP 

0181-302 8811 

SOUTHAMPTON 

01703 223888 

SOUTHEND 

Keddies -Mtan High Street 

01702 462426 

THURROCK 

Debenhams- <wRun Lakeside Centre 

01708 863587 




To Silica TOTAI-OA9S217. Silica House Hatherley Rd. Sidcup Kent DA14 4DX 


PLEASE SEND INFORMATION ON THE ATARI JAGUAR 


Mr/Mrs/Miss/Ms: . Initials: 

Surname:.„. 

Company <4 aopucaMti:. 

Address:... 


.....Postcode:. 

Tel (Home): . 

Tel (Work):. 

Which computer(s), if any. do you own? 


217K J 


E&OE - AAtrttMd pro* md iptaftcaliont may change - Rmm return ito coupon tor tta IMS iNomabon 


































































































TOTAL! GIVEAWAY TOTAL! GIVEAWAY 



J How we 
/ mocked 
y when we 
' first saw 
Archer 

Maclean’s Super 
Drop Zone. Oh yes, the ‘looks 
ten years old’ and ‘not this 
old thing again’ comments 
came thick and fast. But after 
a few moments play we were 
hooked. You can’t 
argue with classi- .—■ T~ 

cally brilliant 

gameplay, and / ' * 

Super Drop /* ' ^ 

Zone has / 

oodles of it. [ 

Courtesy I 

of those l *8 

grand people \ 
at Sony, we \ 

have ten \y 

copies of the ^ 
game to give away 
along with ten pairs of 
free tickets to an astonish- 

__ ingly 

X, hootsome 
\ Laser 
\ Quest 
" \ centre. 
% \ And you 

know 

^,1 - _ M ./ the most 

fun you can 




Question: How many days 
does it take Neptune to travel 
around the Sun? 

A) 756 
B) 122 

\ C) Far too many. 

\ And besides, 
i 4 isn’t this 

\ question a little 
- ] serious for 

v 4 _ TOTAL? 


/ have with a 
/ stonking great 
/ weapon in your 
X hands.’ 

To enter, s' 
all you have / 
to do is jot the / 
answer to the 
following / 

question on a [ « ' 

postcard and \ 
send it to \ . «■ ^ 

‘What a great \ 
game and, hey, \ 
those tickets 
sound mighty fine 
too’ compo, TOTAL!, 30 
Monmouth Street, Bath, 
AVON BA1 2BW. 




They said we were dangerous. 
They said we were a menace. 
They said we were "too extreme". 

They thought they could reform us. 

We think differently... 


PC Attack A First issue A Thursday April 13th A £3.99 A Watch out! 

100% PC Games 

http://www.futurenet.co.uk/computing/pcattack.html 





















The latest amazing instal¬ 
ment in the classic Capcom 
series gets the 
TOTAL! review 
treatment. 


It could be one of the 
greatest shooters yet. 
Check out the review in 
the next issue. 


is coming to the Game 
Boy. Be here for 
next month’s 


preview 


















CANNON FODDER MEGA GAMES 1 MORTAL KOMBAT 

36.99 15.99 29.99 


— PC A TOU GOLF, 


BASKETBRAWL LEMMINGS 

8.99 10.99 

SNES GAMES 

• * NEW GAME 

AIR CAVALRY* 39 99 

BATMAN RETURNS 26 99 

BATTLETECH* 44 99 

BOXING LEGENOS OF THE RING 40 99 

BUBSY 15 99 

BUBSY2 * 38 99 

CANNON FODDER 40 99 

CLAYFIGHTER 2 • 49 99 

CRAZY CHASE* 39 99 

DEMOLITION MAN • 39 99 

DESERT FIGHTER • 19 99 

DONKEY KONG COUNTRY 49 99 

DRAGON 39 99 

EARTHWORM JIM 49 99 

FIFA SOCCER 35 99 

FLINTSTONES (THE MOVIE) 35 99 

F-ZERO* I4J9 

GHOUL PATROL (ZOMBIES 2) 49 99 

COUPON - DEDUCT C3 UNTIL MAR 31 
INDIANA JONES GREATEST ADV 48 99 

COUPON - DEDUCT E3 UNTIL MAR 31 

INTN'L SUPERSTAR SOCCER • 39 99 

JOHN MADDEN '93 9 99 

JUNGLE BOOK 37 99 

JURASSIC PARK 19 99 

JURASSIC PARK 2 42 99 

KEVIN KEEGAN PLAYER MGR 19 99 

KICK OFF 3 4199 

LEMMINGS 2 45 99 

LETHAL ENFORCERS (WITH GUN) 59 99 
LION KING 48 99 

LORD OF THE RINGS • 37 99 

LOST VIKINGS 19 99 

LOST VIKINGS 2 • 45 99 

MADDEN *5 37 99 

MAN UNITED CHAMP SOCCER 36 99 

MARIO ALL STARS 39 99 

MEGA MAN X 33 99 

MICKEY'S ULTIMATE CHALLENGE • 38.99 

MICKEYMANIA 4599 

MICRO MACHINES 38 99 

MORTAL KOMBAT 17 99 

MORTAL KOMBAT 2 49 99 

MR TUFF* 40 99 

MYSTIC OUEST* 14 99 

NBA JAM TOURNAMENT EDITION • 52 99 

NBA LIVE '95 (BASKETBALL) 44 99 

NFL OUARTE RBACK CLUB • 49 99 

NHL '95 (ICE HOCKEY) 37 99 

NHLPA-93 ICE HOCKEY 14.99 

NIGEL MANSELL SINDYCAR 50.99 

NO ESCAPE • 38 99 

PACMAN 2 • 34 99 

PGA TOUR GOLF 19 99 

POP N' TWINBEE 23 99 

PORKY PIG* 4199 

POWER RANGERS 44 99 

POWERDRIVE 3799 

RISE OF THE ROBOTS 57 99 

SECRET OF MANA 33.99 

SENSIBLE SOCCER 19 99 

SIDE POCKET* 4199 

SIM CITY 19 99 


WARBIRDS DESERT STRIKE 

14.99 24.99 

STAR TREK FLEET ACADEMY • 37 99 

STARGATE* 49 99 

STARWING 14 99 

STREET RACER 34 99 

STREETFIGHTER 2 34 99 

STREETFIGHTER TURBO 25 99 

STUNT RACE FX 4199 

SUNSET RIDERS 26 99 

SUPER BC KID • 40 99 

SUPER BOMBERMAN |4 PLAYER) 19.99 

SUPER BOMBERMAN 2 40.99 

SUPER KICK OFF 
SUPER MARIO KART 
SUPER MARIO WORLD 
SUPER METROID 
SUPER PUNCH OUT • 

SUPER RETURN OF THE JEDI 48 99 

SUPER STAR WARS 34 99 

SYNDICATE 37 99 

TERMINATOR 2 19.99 

THE ADV OF BATMAN AND ROBIN 48 49 

THE MASK • 37 99 

THE SIMPSONS 

ITCHY AND SCRATCHY • 38 99 

THE SMURFS* 33 99 

THEME PARK (DUE APRIL) 36 99 

THUNDER IN PARADISE • 41 99 

TINY TOON ADVENTURES • 

BUSTER BUSTS LOOSE 28 99 

TRUE LIES • 49 99 

TURN AND BURN 19.99 

UNIRALLY • 39.99 

VORTEX 45 99 

WARIO'S WOOOS • 34 99 

WING COMM SECRET MISSIONS 19 99 

WORLD CUP USA'94 19.99 

WORLD LEAGUE BASKETBALL 12 99 

WWF RAW • 5199 

ZELDA 3 • LINK TO THE PAST 26 99 

MEGADRIVE GAMES 

ALIEN 3 17 99 

ANIMANIACS 32 99 

ATP TENNIS • 39 99 

BONKERS • 29 99 

BOOGERMAN • 

CANNON FODDER 36 99 

CLAYFIGHTER • 37 99 

COOL SPOT 19 99 

DAFFY DUCK IN HOLLYWOOD • 35 99 

DEMOLITION MAN • 36.99 

DUNE 2 (BATTLE OF ARRAKISl 35 99 

DYNAMITE HEADDY . 33.99 

EA TENNIS (IMG INTL TENNIS) 24 99 

EARTHWORM JIM 43 99 

ECCO 2 • THE TIDES OF TIME 33 99 

EURO CLUB SOCCER 14 99 

FIFA INTERNATIONAL SOCCER 95 36 99 

FIFA SOCCER (EA 4 PLAYER GAME) 31 99 
FLINTSTONES (THE MOVIE l 31 99 

GODS 14 99 

JELLY BOY* 33 99 

JIMMY WHITE S SNOOKER 25 99 

JOHN MADDEN-92 9 99 

JOHN MADDEN-93 14 99 

JUNGLE BOOK 37 99 



PGA TOUR GOLF 

19.99 


HEAVY discounts 
HUGE range tle^esuMi 

10am to 8pm Daily 

FREE - 16 page colour catalogue - just phone 

01279 600204 

Order by fax on 01279 726S42 - we II fox bock to confirm receipt 


f we" only supplymiembers but you canorderas youjoin" 

■ Members receive our 48-page Colour Club Magazine bi-monihly Each issue reviews a 
selection from our extensive range and includes at least £30 worth of coupons lor 
additional savings on top products Members are under no obligation to buy anything. 


! MEMBERSHIP FEES 


UK 


EC 


ONE YEA I (6 MONTHS ) 7.00 (4.00) 9.00 (6.00) 


WORLD 

11.00 (7.00) 


JURASSIC PARK 
LEMMINGS 
LEMMINGS 2 
LETHAL ENFORCERS (WITH GUN) 52.99 

LETHAL ENFORCERS 2 .37.99 

COUPON - DEDUCT £3 UNTIL MARCH 31 

LHX ATTACK CHOPPER • 15 99 

LION KING 39 99 

MADDEN NFL'95 36 99 

MEGA BOMBER MAN 31 99 

MEGA GAMES 1 

WORLD CUP ITALIA '90. COLUMNS. 

SUPER HANG ON 15.99 

MEGASWIV * 33 99 

MICKEY AND DONALD 

- WORLD OF ILLUSION 17 99 

MICKEY MOUSE 16.99 

MICKEY'S ULTIMATE CHALLENGE • 38 99 

MICKEYMANIA 38.99 

MICRO MACHINES 2 36 99 

MORTAL KOMBAT 29 99 

MORTAL KOMBAT 2 43 99 

NBA JAM TOURNAMENT EDITION • 45.99 

NBA LIVE '95 (BASKETBALL) 36 99 

NFL QUARTERBACK CLUB • 41 99 

NHL ICE HOCKEY -95 35 99 

NHL PA ICE HOCKEY -93 13 99 

PETE SAMPRAS TENNIS (4 PLAYER GAME) 36 99 
PGA EUROPEAN TOUR 29 99 

PGA TOUR GOLF 3 36 99 

POWER RANGERS 32 99 

POWERDRIVE 33 99 

POWERMONGER 11 99 

PROBOTECTOR 37 99 

PSYCHO PINBALL 36 99 

RED ZONE 37 99 

REVENGE OF SHINOBI 13.99 

RISTAR • 35.99 

ROAD RASH 2 19.99 

ROAD RASH 3* 31.99 

ROBOCOD (JAMES POND 2) 12.99 

ROCK N ROLL RACING 33.99 

RUGBY WORLD CUP 95 37 99 

SENSIBLE SOCCER 19 99 

SENSIBLE SOCCER INTERNATIONAL 29 99 
SHINING FORCE 2 39 99 

SKITCHIN 16 99 

SOLEIL • 39 99 

SONIC THE HEDGEHOG 9 99 

SONIC 2 19 99 

SONIC 3 39 99 

SONIC AND KNUCKLES 39 99 

SONIC SPINBALL 19 99 

SPEEDBALL2 14 99 

STORY OF THOR • 42 99 

STREETS OF RAGE 16 99 

STREETS OF RAGE 2 19 99 

STREETS OF RAGE 3 39 99 

STRIDER 9.99 

STRIKER • 35 99 

SUBTERANNIA * 32 99 

SUPER KICK OFF 19 99 

SUPER MONACO GP 1199 

SUPER STREETFIGHTER 2 46 99 

SYLVESTER AND TWEETY 37 99 



SYNDICATE 

THE INCREDIBLE HULK • 

THE SMURFS • 

TINY TOON ADVENTURES 
- ACME ALL STARS 
TOE JAM AND EARL 2 
TOUGHMAN CONTEST • 

TRUE LIES * 

URBAN STRIKE 
VIRTUA RACING 
WWF RAW • 

WWF WRESTLEMANIA 
ZERO KAMIKAZE SQUIRREL • 

ZERO TOLERANCE 

32X GAMES 

COSMIC CARNAGE • 

DOOM . 

MOTOCROSS CHAMPIONSHIP * 

STAR WARS ARCADE 
SUPER AFTERBURNER• 

SUPER SPACE HARRIER • 

VIRTUA RACING DELUXE 

JAGUAR GAMES 

ALIEN VS PREDATOR 
CHECKERED FLAG 
DOOM 

IRON SOLDIER 
KASUMI NINJA 

ATARI LYNX GAMES 

APB 1499 

BASKETBRAWL 8 99 

BILL AND TEDS EXCELLENT ADV 8 99 

CASINO 6 99 

CHECKERED FLAG 10 99 

CHIP'S CHALLENGE 8.99 

CRYSTAL MINES 2 8 99 

DESERT STRIKE 24 99 

DINO OLYMPICS 8 99 

DIRTY LARRY - RENEGADE COP 8 99 

ELECTRO COP 14 99 

GATES OF ZENDECON 14 99 

HOCKEY 8 99 

LEMMINGS .10 99 

MS PACMAN 14 99 

NINJA GAIDEN ..14 99 

PAPERBOY 14 99 

PINBALL JAM 8 99 

RAMPAGE 899 

RAMPARTS 2499 

SCRAPYARD DOG 8 99 

SHADOW OF THE BEAST 8 99 

SHANGHAI 8 99 

SUMEWORLD 8 99 

STEEL TALONS 14 99 

SWITCHBLADE 2 8 99 

TOKI 24 99 

TOURNAMENT CYBERBALL 14 99 

TURBO SUB 8 99 

VIKING CHILD 8 99 

WARBIRDS 14 99 

WORLD CLASS SOCCER 8 99 

XENOPHOBE 8 99 

ZARLOR MERCENARY 8 99 


{One year price includes six issues of Special Reserve magazine with £180 of XS Coupons 


All prices include VAT and 2-3 working day carriage to UK mainland 
Software and penpherals are sent by post, hardware by White Arrow 
Allow one or two days tor processing and despatch of stock items 
We issue confirmations of all orders received 

Overseas orders must be paid by credit card 

Hardware items (battery or mams) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 

BEAR 



PLEASE STATE MEGA DRIVE SNES OR LYNX 

Machine 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00J _ 


I Please use this box to add any optional fast delivery charge 

1 1st Class Post 4Qp per posted item oLClO hardware 
• ALL PRICES INCLUDE UK POSTAGE & VAT 

J Cheque/P O./Access/Mastercard/Switch/Visa 

I 
I 


CREDIT CARD 
EXPIRY DATE 


SWITCH 
_(ISSUE NO 


j Cheques payable to: SPECIAL RESERVE at 
| P.O. BOX 847, HARLOW, CM21 9PH 

| Inevitably some games lasted may not yet be available Please phone to check availability 
| Pnces and offers may change without prior notification SAVE = Saving oft full retail price 
PRICES CORRECT AT TIME OF GOING TO PRESS 17.2 95 E & O.E 


inter Mediates Ltd, 2 South Block The Mailings. Sawbndgeworth. Herts CM21 9PG j 



HUGE range of hardware, software, ' fJ f>Aj£>Srjj£y 

books, peripherals and leads for 

PC. CD Rom, Amiga, CD32. Sega. CUUs 

Nintendo, Atari. Apple. Sony. Philips and 3DO. 

All official UK products, all at HEAVILY discounted prices 

Order by post, or by phone or come to one of the Special Reserve 

OPEN lOom to 8pm CLUB SHOPS 7 DAYS A WEEK 

43 Broomfield Rd CHELMSFORD near the bus station 
The Mattings SAWBRIDGEWORTH (ear the train station 

Over 250,000 people have joined Special Reserve 



SUPER NINTENDO DEALS 

SUPER NES WITH STARWING 79.99 

SUPER NES WITH STREETFIGHTER TURBO 79.99 
SUPER NES MARIO ALL STARS PACK 89.99 

SUPER MARIO 1. 2 AND 3 PLUS LOST LEVELS 
GAME (ON ONE FOUR-GAME CARTRIDGE) 

SUPER NES WITH DONKEY KONG COUNTRY ,111.99 

(ALL OF THE ABOVE COME WITH ONE NINTENDO JOYPAD) 

SUPER GAMEBOY ADAPTOR FOR SNES ....44.99 

PLAY GAMEBOY GAMES IN COLOUR ON YOUR SNES 


ATARI LYNX 2 

ATARI LYNX 2 BATMAN RETURNS PACK 29.99 

POWERFUL 16 BIT COLOUR HANDHELO , 

WITH STEREO SOUND. BACKLIT 
SCREEN FOR NIGHT OR DAY PLAYING 
AND BATMAN RETURNS GAME 

MAINS ADAPTOR FOR LYNX 

HIGHLY RECOMMENDED 
AS BATTERY LIFE IS SHORT 1199 



SNES EXTRAS 



MEGADRIVE 2 DEALS 

MEGADRIVE 2 ♦ EURO CLUB SOCCER 69.99 
MEGADRIVE 2 4 SUPER KICK OFF 69.99 
MEGADRIVE 2 4 SONIC 2 85.99 

MEGADRIVE 2 ♦ SONIC 3 105.99 

MEGADRIVE 2 ♦ LION KING 105.99 

(ALL OF THE ABOVE COME WITH 2 SEGA JOYPADS) 

MEGAORIVE 2 4 VIRTUA RACING 114.99 
WITH 1 SEGA JOYPAD 

MEGA CD DEALS 

ALL MEGA CD PACKS INCLUDE 8 GAMES 

ROAD AVENGER. SOL FEACE. COBRA COMMAND, COLUMNS SUPER 
MONACO G P. STREETS OF RAGE.GOLDEN AXE. REVENGE OF SHINOBI 
MEGA CD 1 WITH TOMCAT ALLEY AND 8 GAMES (AS ABOVE l 174.99 

MEGA CD 1 CONNECTS TO MEGADRIVE 1 OR 2 TO PLAY CO GAMES OR MUSIC CDS 
MEGA CD 2 WITH TOMCAT ALLEY AND 8 GAMES (AS ABOVE 174 99 

MEGA CD 2 CONNECTS TO MEGADRIVE 1 OR 2 TO PLAY CD GAMES OR MUSIC CDS 


NINTENDO CONTROL PAD 
16.99 



QUICKJOY SN PROPAD. 

WITH AUTOFIRE (TWO 
SPEED) AND SLOW MOTION 

12.99 


« SAITEK MEGAPAD 

WITH MICROSWITCHED 

DIRECTION CONTROL 

AUTOFIRE AND S_ . JRHM \ 

sr_ ^^^^1 



[LOGIC 3 LOGIPAD 

WITH MICROSWITCHED 
IDIRECTIONAL CONTROL 
|AND AUTOFIRE 

13.99 


QUICKJOY SN PROGRAM 
PAD. PROGRAMMABLE 
JOYPAD CAN HOLD UP TO 
THREE PRESET MOVES IN 
MEMORY WITH AUTOFIRE 
AND SLOW MOTION 
1999 


. 





ASCIIPAD SN JOYPAD. 

WITH TURBO FIRE AND 
SLOW MOTION 

1249 


MEGADRIVE EXTRAS 


LOGIC 3 SPEEDPAD SG. 

SIX BUTTON JOYPAD WITH 
AUTOFIRE 

9.99 



SAITEK MEGAMASTER SG6 
JOYSTICK. SIX BUTTON 
JOYSTICK WITH AUTOFIRE 
AND SLOW MOTION 

16 99 


PANASONIC 3DO WITH POWER KINGDOM ...385.99 
AMIGA CD-32 WITH 7 GAMES . 220.00 


m 



ASCIIPAD. SIX BUTTON 
JOYPAD WITH TURBO FIRE 
AND SLOW MOTION 

14.49 


SEGA ARCADE 
POWERSTICK 2. 

SIX BUTTON JOYSTICK 
WITH AUTOFIRE AND SLOW 
MOTION 33.99 


ATARI JAGUAR 
1 64-BIT CONSOLE 

179.99 


WITH JOYPAD AND CYBERMORPH GAME 
STATE OF THE ART CONSOLE WITH 16.7 
MILLION COLOUR CAPABILITY AND A 
PROCESSOR WHICH IS CLAIMED TO BE 55 
TIMES FASTER THAN A MEGADRIVE OR SNES 




LIGHT GUNS 19.99 

FOR MEGADRIVE OR SNES 
FOR LETHAL ENFORCERS 
AND SNATCHERS 

SECOND GUN 17.99 

STATE MDRIVE OR SNES 


PHASE 9 GRADUATE. 

SIX BUTTON JOYPAD WITH 
AUTOFIRE AND SLOW 
MOTION 

12.99 




SAITEK MEGAPAD X 

SIX BUTTON JOYPAD 
WITH MICROSWITCHED 
DIRECTION CONTROL 
AUTOFIRE AND SLOW 
MOTION 
13-49 


SEGA 

32X...149.99 

SEGA 32X EXPANSION 
FOR MEGADRIVE 
WITH £50 CASHBACK 
COUPONS ON 32X 
SOFTWARE 
SLOTS INTO THE CARTRIDGE PORT ON TOP OF 
THE MEGADRIVE 1 OR 2 AND MULTIMEGA 
ALLOWING USE OF NEW IMPROVED 32 BIT 
SOFTWARE. REALISTIC 3D ENVIRONMENTS 
AND PROVIDING FULL DIGITAL STEREO SOUND 
































































































































































ENTERTAINMENT SYSTEM 












